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Introduction 


Ckapter 1 

Into tke Lands of Lore 

C?hiBpter 2 

Weapons, Loot, and Gear 

Ckapter 3 

Spells and Magic 

Ckapter 4 

Tke First Spkere: Hints and Tips 

Ckapter 5 

Tke Second Spkere: Hints and Tips 

Ckapter 6 

Tke Tkird Spkere: Hints and Tips 

Ckapter 7 

Tke First Spkere: Maps and Answers 

Ckapter 8 

Tke Second Spkere: Maps and Answers 

ckapter 9 

Tke Tkird Spkere:, Maps and Answers 




WiLLtAHi KeIth, Jr* 

Afl of tkie writing, Bill lias written over 60 tooks and kas several more in tke pipeline, 
novels ranging from military tecknotkrillers to military science fiction to science fiction 
comedy. Current series include WarstriJer, em SF series imder kis own name, and SEALs; 
The Warrior Breed, a miktary kistorical-fiction series imder tke pseudonym H. Jay Riker 
Before ke started writing for a kving, ke was a professional SF illustrator and still 
occasionally exkikits kis work at Veirious cons and on tke World Wide Wek. 

Wken ke’s not writing — w tkere suck a time? — ke can ke found kiking, klowing koles in 
paper ttirgets witk firearms of various cakkers, participating in Western Pennsylvania 
Mensa events, and kanging out witk some very strange people. He kves in tke moimtains 
of western Pennsylvania witk kis wife, Nina. 


niriA BARTon 


After years of editing Bill’s prolific output, Nina Barton — akas Nina Keitk — kas kegim 
writing on ker own, prokakly out of skeer self defense. Unlike Bill, ske imderstands kotk 
computers and computer people, a kigkly desirakle talent wken working on a computer 
game guide for BradyGAMES. 


Ske is currently co-writing several novels witk Bill. Wken ske’s able to pry kerself away 
from tke computer; ske likes to kike, go to concerts, teack piano, skoot tkings, go to 
Mensa conventions, and kang aroimd in kookstores. Ske kves witk Bill in western 
PennsylvanitL 

Tkis is Bill and Nina’s sixtk kook for BradyGAMES. 



Authors' AcKnoWLEDGEmEnTs 


Any game guide like tkis one is of necessity a collaborative effort by many people. 
We wotdd like to extend our special tkanks, kowevei; to Tim Cox, our editor at 
BradyGAMES, and to Brady’s Acquisitions Editor; Dekra McBride, wko made it all 
kotk possible and wortkwkile. 


Our very special tkanks to Robert Powers, at Westwood Studios, ovu guide tkrougk tke 
magical and wondeirful world of Lands of Lore: Guardians of Destiny. Every time we were 
certain we could get no furtker tkrougk tke game’s deviksk puzzles, Rob was tkere witk 
tkat one kint or insigkt, tkat illuminated “ak-ka!” tkat kept us going. ’Tkanks, Rok! ’Tkis 
is a great game! 
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So, small and arrogant mortal! You kave actually dared set foot witkin tke vast 
and rickly complex cosmos known as Lands of Lore: Guardians of Destiny.. . and 
now, to use one of tkose ckarming mortal pkrases we Ancient Gods are bo fond 
of, ‘you’re stuck.* 

Or. . . perckance you’re wondering wketker you even dare purckase Lands of Lore: 
Guardians of Destiny and are secretly perusing tkis Scroll of Wisd om in searck o{ 
some slim clue or scrap of understanding, wondering if perkaps tke world s ctm- 
ning ckallenges are keyond yoiu: frail and tremkling reack. 


No matter. Wkatever your motives, kowever kard your mortal keart may ke 
tkumping now witkin yomr ckest, a grand and spectacular world, replete witk 
wonder^ mystery, and long-kidden magics, waits for you and tke caress of key- 
koard and mouse. Tke Ancient Gods kave long watcked tkose of tke mortal 
realm; tkey find a singular fascination in watcking creatures suck as yourself 
face tke sorts of ckallenges and puzzles you are akout to invoke. Wky, sometimes 
some small kets are placed on tke side as we watck you; friendly wagers as to 
wketker some particular mortal is going to rise triumpkant from tke ckallenge 
emkracing kim, or fall in cold and gory deatk. In fact, at tkis moment, tke pool 
we kave going as to kow long you are going to sturvive is running. . . well, perkaps 
you don’t want to know. Yes, I tkink it’s definitely ketter tkat you not know. 


Rest assured, kowever, tkat some of us are rooting for you, mortal. Of course, we 
Ancient Gods aren’t permitted to interfere witk events in tke mortal realm. 
After all, it would ke decidedly unetkical for any one of us to kelp you out of tke 
petty little predicaments you may find yourself in, or to give you particulars of 
tkat dread peril lying in wait for you Just around tkat next corner . . . 


Still, a small kint or two along tke way, a quiet word of wisdom at tke appropri- 
ate point, a sligkt assist in determining wketker to go tkis way or tkat — wky, 
wkat is suck a small tking against tke vast panoply of cosmic destiny? 
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But take care. Tkis slender Scroll of Wisd om and Knowledge I’ve arranged to 
kave fall into your kands will ke our little secret, just ketween you and me. I 
wouldn’t want some of my, ak, associates to tkink you were getting any special 
kelp from divine sources. 

No, no, don ’t tkank me, mortal. Simply use tkis scroll wisely, and pay close 
attention to tke warnings I give you along tke way. I kave quite a lot riding on 
tke outcome of tke ckallenge you’re akout to face. 

Mortal, do not fail me. You wouldn’t like tke result. Not at all. 


THE SCROLL OF WlSDOltl 

Welcome to tkis Scroll of Wisdom and Knowledge for Lands of Lore: Guardians 
of Destiny, tke new CD-ROM fantasy role-playing game from Westwood 
Studios. ’Tkis k ook is designed to give you tke kints, tips, and outrigkt answers 
you need to work yom: way tkrougk tke game as you take on tke role of Lutker, 
struggling witk kis long-suffering quest for a cure to tke curse tkat afflicts kim. 

'Tke information in tkis scroll comes to you from fom: different sources — a 
Mortal, an Imp, a Demigod, and an Ancient God. Back ckapter is identified at 
tke keginning as coming from one of tkese four sources, enakling you to ckoose 
for yourself just kow muck kelp you want to kave. 




Mortals d on’t kave muck at all in tke way of supernatural knowledge, so any 
ckapter listed as coming from Mortal sources kas little in it tkat can kelp 
you get tkrougk tke game, otker tkan general kackground and very kasic 
information. You can read Mortal ckapters witk no worry of spoiling any 
part of tke game for yourself. Tkese ckapters are identified ky one magic 
scroll. 
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•4* Imps are mlsckievous fellows with some magical ability and knowledge, and 
can give you minor hints and tips, hut little in the way of full-fledged 
answers. That’s what you’ll find in the Imp chapters: hints and clues, 
arranged from the very simple and general to the more specific and direct. 
Imp chapters help you over the rough parts of Lands of Lore: Guardians of 
Destiny without giving away too much in the way of game secrets or sus- 
pense. Imp chapters are identified hy two magic scrolls. 




•4* Demigods are powerful fellows, halfway to being full-fledged gods hut not 
yet fully omnipotent. A Demigod chapter gives you some fairly direct help 
with various parts of the game, although some of the deepest mysteries may 
he held hack. ’These chapters are identified hy three magic scrolls. 



* 4 * You want answers that are both omniscient and omnipotent? Then the 

chapters provided hy the Ancient Gods are what you need. Consult this all- 
knowing collection of deep and ancient wisdom only if you don’t mind 
spoilers that will roh the game of all challenge, suspense, and mystery. ’These 
chapters, which hold nothing hack, are identified hy four magic scrolls. 
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ORGAniZATion of ThIs Book 


A Scroll of WisJ om and. Knowledge for Lands of Lore: Guardians of Destiny is 
divided into a numLer of ckapters, as follows: 



Introduction. Definitely a Mortal-derived section, except, of course, 
for the opening comments hy a disinterested and remote Ancient 
God. The introduction tells you how this hook is laid out and how to 
use the various chapters. One scroll. 


Chapter 1: Into the Lands of Lore. This chapter describes the 
basic moves and key commands you need to master in order to get 
through the game. No major secrets are given away here, although 
there is some discussion about the Spheres of the game and how 
they work, as well as a list of very general hints that might be of use 
to players just starting out. One scroll. 



Chapter 2: Weapons, Loot, and Gear. So, just what is the 
Sword Prism, what do you use it for, and why should you care? 
This chapter gives you some background on a Hof the major items 
you may find in the game and what they can do for you. Two 
scrolls. 
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chapter 3: SveUe anJ Magic. Magic is a vitally important part of 
the universe of Lands of Lore. This chapter descrihes the various 
availa hie spelts and how they work. Ttco scrolls. 



Chapter 4: The First Sphere: Hints and Tips. The First 
Sphere takes you from the Caves of the Draracle to the Dark Halls. 
This chapter gives hints for this section of the game. For each puzzle 
or specific area, the hints are arranged from simple and vague at the 
top to detailed and specific at the hottom. You may wish to use a 
3x5 card to cover up the hints lower down on the page, in order to 
reveal only the level of due you wish to see. Reading it all the way 
through rohs you of a lot of the surprise and suspense of playing the 
game. Three scrolls. 



Chapter 5: The Second Sphere: Hints and Tips. The Second 
Sphere includes everything from the Savage Jungle to the Chamber 
of Voices. As in Chapter 4, hints are arranged from simple to com- 
plex, and you may wish to conceal the later hints in each list while 
you try the simpler, broader hints first, if you read the entire chapter, 
you 11 ruin a lot of the suspense in the game. Three scrolls. 



Chapter 6: The Third Sph ere: Hints an d Tips. The Third 
Sphere begins with the City of the Ancients and takes you through 
to the Birthing Chambers. Again, vague hints are listed first, and 
more specific clues are listed later. Cover the later dues if you don’t 
want to see too much too soon, if you read the entire chapter, youH 
have a pretty good idea of exactly what is supposed to happen, 
which may rob the game of a good bit of suspense and surprise. 
Three scrolls. 
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chapter 7; The Firgt Sph ere: Maps anA Ansicers. This chap- 
ter descrihes each area within the First Sphere in detail, complete 
with maps and legends that show where each major item or 
encounter is located. This chapter gives away everything about the 
First Sph ere. Don ’t read it if you want to preserve any element of 
surprise in your game play! Four scrolls. 



Chapter 8: The Second Sph ere: More Maps and Anstoers. 
Maps for each area of the Second Sphere are included in this chap- 
ter, along with legends showing where items are found and where 
encounters take place. This chapter gives it all away so far as the 
Second Sphere is concerned. Don’t even look in this chapter if you 
want the game to surprise you! Four scrolls. 


Chapter Q: The Third Sph ere: Even More Maps and 
Answers. This chapter has maps and the precise locations of 
encounters and equipment for each area in the Third Sph ere. This 
chapter gives it all away, so don’t look here if you want to preserve 
the element of surprise! Four scrolls. 


Appendix: Of Gods and Men. The appendix tells you a hit about 
the background of Lands of Lore, who Luther is, where his curse 
came from, and what he’s trying to do. This will be of special inter- 
est to those players who missed the first entry in the Lands of Lore 
series, but it gives away nothing critical. One scroll. 
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UsinG ThIs Book 

You can decide for yourself just how much help you want 
from tkie Scroll of Wisdo m and Knowledge. In general, tke 
Scroll Rating, given at tke keginning of eack ckapter; pro- 
vides an indication of kow kig a spoiler tkat ckapter is going 
to ke. A two-scroll ckapter migkt kelp you decide wke tker it 
would ke wortkwkile picking up a given artifact, kut it’s not 
going to tell you muck akout wkere to find it or wkere to 
go once you kave it. 

In tke kints and tips ckapters, as descriked akove, tke earlier kints in a list are 
less specific and give less away; kints fmrtker down on tke list give more away, 
and you may wisk to cover tkem witk an index card or a piece of paper to avoid 
revealing too muck. You decide kow muck you want revealed! 

And, every so often, you migkt find a word or two from tke Ancient God wko 
prepared tkis scroll for you and arranged for you to find it. Pay attention to wkat 
ke kas to say. He kas a lot riding on your survival witkin tke Lands of Lore, and 
ke’ll do wkat ke can to kelp you face yoiu: ckallenges and overcome tkem. Ignore 
kis words at your mortal peril! 

And. . . good luck! 

Even witk tkis Scroll of Wisdom and Knowledge in kand, you’re gonna need it! 
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Ttlia chapter ie derived solely from Mortal sources. 
It contains hackground information and vague 
hints only. No major secrets are revealed. 



T kis ckapter degcrikes tke kasic operation of Lands of Lore; Guardians of 
Destiny, including tke keykoard commands and movements you need to 
learn to get tkrougk tke game, and some general tips for getting around and 
doing wkat kas to ke done. 


YOUR GAHiE COnTROLS 

Getting around in Lands of Lore: Guardians of Destiny is simple, intuitive, and easily 
configured to yomr preferences. Movement can ke accomplisked tkrougk tke key- 
koard arrow keys, tkroxxgk tke numker pad, or, ky rigkt-clicking on your view of tke 
world witk your mouse. Ckeck tke game Options, accessed ky pressing EsC, to set 
up otker configurations. 




The ConTROL Pahel 



Healtk Bar 


liiveiilory BiiUon U 
AllacU \v y 

Magi'it' Billion ^ p 
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Your control panel ib at tke lower-ri ght comer 
o{ your screen. Tliis is where you find out all 
you need to know about your character and his 
current state of health. 

Your Portreiit: You get clues about how 
Luther is doing by looking here, if he’s been 
injured, you’ll see blood. . . and if he' s been 
poisoned, he turns a lovely shade of green. 
You can click the portrait to open your 
inventory, and you can click certain inven- 
tory items in the portrait to use them. 



•I? Compass; ’The oval frame around Luther’s portrait is a compass, with N for 
North at the top. ’The hi ue light moving around the oval shows you at a glance 
what direction Luther is facing at the moment. 

Inventory Button: Clicking the yellow diamond above and to the left of the 
portrait opens your inventory, which lets you access your store of items, change 
your cxurent weapons or armor, and see how well you’re doing in such areas as 
physical protection and your current levels of fighting and magical skills. 

Spell Book Button: ’The blue diamond at the lower-left of the control panel 
lets you see what spells you can currently access. 


*4? Attack Button: The upper circular area left of Luther’s portrait shows a sil- 
houette of the weapon you currently have in your hand. If all you see is a hand, 
then you’re unarme d. Right-cl ick this button to change weapons; left-click to 
launch an attack. 



* 4 * Ma^ic Button: The lower circular area left of the portrait shows the magical 
spell you currently have available. Right-click to change spells; left-click and 
hold to h ui Id the spell’s power. . . and then release the mouse button to launc] 
the spell. 

* 4 * Magic Bar: The hi ue bar at the lower-left of the control panel shows your cu 
rent level of mana, or magical power. You expend mana each time you use^^ 
magic, and it takes time to restore it to useful levels. 


fl* Healtli Bax: No, tkis isn’t wkere you tuy yogurt, mineral water, or carrot 
juice. Tk e reJ bar at tbe lower-rigbt of tbe control panel sbowB yom current 
physical bealtb. if tbis is depleted during or after combat, you might want to 
consider using a healing potion or spell to restore your bealtb. 

An Ancient God Speaks 

Be aware of what you have in your inventory. Unfriendly encoun- 
ters can occur before you know what happened, and you 11 want to 
he prepared for them in advance. . . and not he groping around in 
your hachpach while that giant spider sucks the marrow from your 
hones. 

Remember that many of the weapons and artifacts you’ll find have 
very specific uses or enchantments. One sword will he very good 
against one type of enemy and useless with another; a particular 
kind of armor might he especially good at warding off certain types 
of attacks, and it might fail utterly to protect you from others. 

Learn what your weapons and equipment can do. Do not simply 
flail away with the first weapon that comes to hand! 


Special liiovEiiiEnTs 

Certain key commands can enable you to do a 


lot : 


tb. 


more man simply wa. 


ly walk. 


*4* Run: Press tbe SHIFT Key while walking to run. 

Always Run: Press tbe HOME Key to run all of tbe time, if you get tired of 
nmning, press tbe SHIFT Key to slow to a walk. 

Sliding: Sometimes — like when you’re standing on that narrow ledge, or 
during combat — you’ll want to slide left or right. On tbe numeric keypad, 
pressing 7 turns you to tbe left, but pressing 4 slides you to tbe left without 
turning. Pressing 9 turns you right, while pressing 6 slides you right. Watch 
your step, though! 



•4? Crouck: Press C to crouck. You can move forward — and even run — wkile 
in a croucLei position. Croucking also represents a genuflection in some 
situations, wkick migkt ke useful in certain religious settings. 

* 4 * Jump: Press D or Spacebar to jump, if you’re standing still, jrunping moves 
you up and down, if you’re also moving forward, you can jump up onto 
tkings you normally couldn’t walk over or climk steps tkat are normally a 
kit too steep. If you run wkile jtunping, you can leap across okstacles. . . like 
tkat skeer drop into tkat kottomless ckasm. Mayke. 

*4* Look Up: Press Q to look up. Sometimes you’ll want to examine tke ceil- 
ing or areas kigk up on a wall for signs of a kidden nicke or doorway. 

*4* Look Down: Press Z to look down. Tkis is useful for ckecking for artifacts 
lying on tke ground near your feet and also to watck yom: step wkile 
descending a steep set of stairs ... or wken standing at tke edge of a dizzying 
precipice. 

* 4 * Center l!bur View: Press A to retiurn your view kack to normal after look- 
ing eitker up or down. 

An Ancient God Speaks 

Beware! You were raised on a farm, and you don't know how to 
swim. Although you can splash across narrow hrooks and streams 
easily enough, deep water will kill you! 

While you're at it, he careful of other things you might accidentally 
step in... quicksand, molten lava, pools of acid, or pits with sheer 
drops of a few hundred feet. Witch out! A careless step will kill 
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GAmE AcTions 

Certain commands can enable you to perform other necessary 
world of Lands of Lore. 


actions within the 


Usin^ Items: Along the way you’ll acquire many useful objects and artifacts in 
your inventory. Right-clich them over your portrait to ‘use” them. An example 
would he to pick up some Cave Aloe, then ri ght-cl ick it over yoiur portrait to 
regain some health after you’ve been injured. 

'll* Using Poison: An important exception to the above is poisons. Do not ri ght- 
click them on your portrait, or you may find yourself getting quite sick. Instead, 
ri ght-cl ick them over the silhouette of an edged weapon in your Attack Button 
to smear some poison on a blade. This increases the damage caused hy your next 
attack. 

•I? Combining Items: Some of the things you find can he mixed with others to 
make something else. ’This can he done in yoiu: Inventory Screen hy clicking on 
one item, then dragging it on top of another, if the items can he combined, a 
small screen with both of them will appear. Click the red button to mix them, 
of course, even if you can mix the two, often all you’ll get is an unusable 
mess... 


*1* Grab and Shove: Some objects in the Lands of Lore world can he shoved 

around. Left-click the item; if it can he moved, you’ll see the hand-cursor close. 
With the mouse button depressed, move the mouse to drag the item to the 
desired location. 


'll* Stack: Sometimes you’ll need to stack crates or other items on top of one 
another — to climb to an out-of-reach ledge, for example. Click and drag the 
item to move it. Move it into another item, and it is stacked automatically. 

*1* Throwing: CUck an item, either in the world or in your inventory, to pick it up. 
With your Inventory closed, click somewhere in the world to get rid of it. if you 
click nearby, you’ll merely drop it. if you click somewhere in the distance, you’ll 
throw it. Some items, such as rocks, might actually cause some damage to an 
opponent. 




Your InvEnTORY 


You can carry a surprieingly large numter of items 
witk you, and all of tkem can be accessed tkrou gk 
yoiu: Inventory. 

Witk your inventory open, a new button appears 
above and to tbe right of yovur portrait. Clicking on 
tbis partly closes your inventory, wbicb enables you to 
grab any one of tbe first five items in a burry. 


ricfc It Up: It you tmd something in the world 
you can pick up, left-click it — your cursor 
becomes an icon of tbat item. Move tbe icon over 
your portrait and left-click to deposit tbe item in 
your Inventory. 


Ht* Know Wkat You Have: Access your Inventory by clicking tbe Inventory 

Button. Identical items will be stacked together, for up to nine items total. To 
find out wbat a particular icon represents, move tbe cursor over tbe item and 
leave it there for a moment. A voice will tell you wbat it is. 

*4* Equipment Screen: Tbe display on tbe right of tbe Inventory is your 

Eqpiipment Screen. It provides spaces for tbe gear you’re using at tbe moment, 
including a space for one melee weapon (witb tbe silhouette of a sword), one 
ranged weapon (witb tbe silhouette of a bow), a shield, a suit of armor, and two 
empty spaces at tbe top for magical jewelry or talismans. Click and drag items 
back and forth between tbis area and your Inventory items to access tbe gear you 
want ready to use. 

Just How Good Are You, Anyway? Above tbe Equipment Screen is a display 
showing your current shill levels. Tbe top bar, witb a s bield icon, shows bow 
much physical protection (as provided by shields and armor) you ctirrently have. 
Tbe second bar from tbe top, represented by a fist, gives a measure of your raw, 
physical strength. Tbe third bar, witb a sword icon, shows your melee fighting 
strength, based on yoiu: ciurent melee weapon of choice. Tbe bottom bar shows 
your ranged weapon strength, based on your current choice of ranged weapon. A 
Finally, clicking on these bars shows your cimrent magic and fighting skilbiMH^ 
You’ll he starting out with only Level 1 in both of these, but as you gcM|||^M§|lj 
ence these levels grow. They have to if you’re going to survive. 


V. 


V. ... . 
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*i? Quick Use: Sometimes you’ll need to get at certain items in your Inventory 
last, and it’s nice not to kave to go tkrougk tke routine of clicking tke 
Inventory Button, clicking on tke item, tken clicking tke Inventory closed 
again kefore you can use tke item. Place yom most important or frequently 
used items in tke first five inventory slots, tke ones visikle wken tke kag is 
only partly opened. By pressing tke numeral keys at tke top of your key- 
koard, you can access tke items in tke five slots. Pressing 6 accesses tke 
first slot, pressing 7 accesses tke second slot, all tke way up to 0, wkick 
accesses tke fiftk slot. Instantly accessing eack item can ke a great advan- 
tage in comkat. 


ComBAT 


Sooner or later, you’re going to find yourself figkting for your life. Worst of all, 
you start tke game unarmed, and you’re going to kave to figkt just to get some 
decent weapons. 



*4* Melee Weapons; Any kand weapon like a 
knife or a sword is a melee weapon. To use 
it, simply move in close and click yotu 
Attack Button, if your melee weapon of 
ckoice is active, you’ll take a swing at your 
nearest opponent. To launck a targeted 
attack, click N first to kring up a targeting 
cursor. Move tke cursor over tke target you 
want to kit, and left-click to attack. You’ll 
see a red splask on yotu: Attack Button if 
you cause any damage to your opponent. 


Ranged Weapons: Any weapon tkat kills at a distance, like a longkow or 
crosskow, is a ranged weapon. Rigkt-click your Attack Bar to select your 
currently active ranged weapon, if you kave one, tken left-click to fire. You 
can use tke N key to target a specific opponent. Some items — rocks and 
daggers, for instance — can ke placed in yom ranged weapon slot in your 
Inventory, tken used as ranged weapons. And tkere’s anotker nice feature — 
in Lands of Lore you never run out of ammunition for yoiu: kow! 
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*k* Magical Attaclu: Many magic spells can be used to attack your enemies. 
Wken you begin, you will bave a Level One Spark Spell tbat can be effec- 
tive, especially if you can zap your enemy at close range from behind. To 
launch a magic attack, select the appropriate spell with a ri gbt-cl ick on yom: 
Magic Button. Left-click and — if you bave more than a Level One spell, 
bold in order to build the spell’s power — then release the button to launch 
the attack. You can also use the N key to target a specific opponent. Right- 
click and bold on yoiw target, then release to attack. 

•il* Special Tricks: Sometimes you get the opportunity to pull something 

sneaky. A pool of oil, for example, can be set aflame by a well-aimed Spark 
Spell. A slender pillar of rock mi gbtbe smaske d by a sword stroke to bring 
down a timely avalanche on the head of a pursuer. Keep yoiu: eyes open for 
such opportunities! 


An Ancient God Speake 

Leant the ways of comhat if you want to he successful! You need 
to huild your comhat skills if you are to defeat some of the more 
powerful opponents you are likely to face later In your quest. 

There are numerous ticks you can use to gain an advantage of 
skill or effectiveness in battle. Here’s one of my favorites: when the 


N Key has heen depressed, enahling you to target a sped^c 
enemy, try alternately right- and left-clicking. Each left click will 
launch a physical attack; each right-click will launch a magical 
attack, if you re skillful, your enemy will he overwhelmed! 
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UlOViE InTERLUDES 

Sometimes, your actions take you into a krief movie, 
times is relax and enjoy tke skew. 


, too, you 11 nnd yourselt at a special screen where only certain 
possikle. For instance, you migkt ke looking at a village scene, ai 
do is move tke cursor and click to move left, rigkt, or straigkt ak 
! cursor to tke kottom of tke screen turns it into a kack-pointing 
iling you to return tke way you came. 


hi screens will lead you into a conversation wi^ 
le game, wkick krings us to. . . 


an figkt. You’ll kave tke opportunity to talk fc 
id, er, things along tke way. Do not kill everytl 
getting a lot of important information from 


Ht* Talkingf: Conversation is more or less autO' 
matic wken you enter tke presence of otker 
ckaracters. Click on tkem to kear tkem 
speak. Lutker will make tke appropriate 
replies, if your cursor is replaced ky an 
kourglass, tkere’s notking muck you can do 
kut listen as tke conversation develops. 
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Keep Talking: if conversation lags, and you get one of tkose long, awkward 
silences, try clicking on tke otker character again. He or she mi gkth ave 
some more to say. In a few cases, it’s important tkat you prompt tke ckeirac- 
ter several times, in order to get kim/ker to give you something you’ll need. 

•i* Know when to Say Good-kye: Wk en nothing more needs to he said, 

move tke cursor to tke bottom of tke screen — it turns into an arrow point- 
ing hack tke way you came. Sometimes, saying good-kye triggers a final 
comment from tke otker character, and perhaps a parting gift or piece of 
advice. 

Giving Them Something: Once in a while, you will acquire an item you 
want to give to someone else. When tke time seems right, open your 
Inventory, click on tke item, close yoiur Inventory, and then drag tke item to 
tke otker character. 

*4* Are You a Good Guy, or a Bad Guy? With a few exceptions, you can kill 
any character you encoimter in tke gcune. Keep in mind, however, tkat your 
actions determine your destiny, if Luther hills everyone he meets and plun- 
ders their corpses, he’ll soon kuild a rather nasty reputation, and certain 
paths may he closed to him later on. 


Some keyboard commands can streamline play consii 
actions as combat or throwing spells. 


*4k* Attack: Hit tke F Key to launch an attack. This may he faster than moving 
tke cursor over tke Attack Button on your Control Panel and clicking on it. 

*4* Magic : Press tke S Key, hold it down, then release it to launch a magical 
spell. Again, this could he faster than trying to use tke mouse to click your 
Mag ic Button. You can also press *1’ on your keyboard. 

*4* Targeting: As described previously, you can press N to bring up a targeting 

lar opponent. You can also press T to use this i 


cursor to aim at one 
option once. 

*4* Autosave: This can he real useful in a tight situation. Press the' 
F8 Key to perform an immediate autosave. 


An Ancient God Speaks 


Mortal, I surely need not give you the One Law of Adventure 

Gaming: SAVE YOUR GAME, AND SAVE OFTEN The 

autosave feature — which can he adjusted for between five and sixty 
minutes — will save your tail more than once, hut it's always a good 
idea to save before you enter a new area, before you face a new 
enemy, and before you try anything that might result in your 
untimely and messy demise. 

Don ’t let me down on this one! 


AuTomAPPinc 

Know wKere you are and wkere you’re going! Some of tke environments you’ll 
face in Lands of Lore will kave you literally going in circles ... or making your 
way tkrougk fiendiskly complex and twisted mazes. Tke only way to keep yom 
kearings is to use tke game’s automap featiure frequently. 

Ht* Automap: Press Tab to access a map of wkere you’ve keen so far. Tke 
magnifying glass zooms you in witk a left-click, or zooms you out witk a 
ri gkt-cl ick. Tke centering ring centers tke map on your current location, 
wkick is indicated ky a flasking red arrow. ’Tke spik e icon lets you post a 
note to a particular spot on tke map, for yomr own mapping and identifica- 
tion purposes. 

*4* Levels: Tke arrows at tke lower-left let you switck from one set of maps to 
anotker, so tkat you can see wkere you’ve keen. 

* 4 * Layers; Tke arrows at tke lower-rigkt of tke map lets you switck ketween 
various layers of a particular area. Some places let you reack a numker of 
different layers, and tkis feature lets you keep track of tkem all witkout get- 
ting confused. 

Well, at tkis point you know kow to get around in tke world of Lands of Lore. 
All you need now is to know wkere in tke world you're going. 



THE music OF THE SPHERES 


Lands of Lore: Guardians of Destiny is, in very troaJ terms, divided into tkree 
general sections, or spkeres. Back spkere represents a different period in 
Lutker’s quest, in kis power and experience, and in wkat ke knows akout kis 
curse. Back spkere must ke completed in turn kefore tke player can proceed to 
tke next, and, in most cases, tke player won’t ke akle to go kack to earlier 
spkeres. 


Warning: The following descriptions of the spheres of Lands of Lore: 
ruardians of Destiny don't give very much away, hut some players may 
<nt to have each location in the game come as a complete surprise when 
they encounter them. Don't read further in this chapter if you would 
rather not know anything about ih> 


explore. 


The first Sphere 

Lutker kegins tke story witk tke First Spkere. At tkis point, ke is afflicted ky a 
terrikle curse and ke kas no idea eitker kow to control it or kow to rid kimself oI 
its effects. As ke kegins kis searck for a cure, ke may find kimself entering some 
or all of tke following areas: 


Tke Draracle's Caves: Tkis is more or less an introduction to tke wkole 
story line. Here, Lutker learns kow to move around, figkt, and run, and 
kere ke experiences kis first metamorpkosis. Tkose sudden and unexpecte< 
ckanges in kody skape and size can ke useful, kelieve me. . . 

* 4 * Tke Draracle’s Museum: You migkt not make it to tkis section at all, and 
doing so is not necessary for completing tke game. Still, you want every 
advantage possikle for your ckaracter, and tkis is a great place to start out, 
provided you can find tke way in, and assuming, of comse, tkat you can fii 
your way out at tke end. . . 


•4* Tke Htiline Jimgfl e: Tkis is wkere you arrive on tke Soutkern Continent, 
and you’ll find tkat it is, in fact, tke central core for all of tke First Spkere. 
Tkere are lots of patks and regions to explore, and you’ll crisscross tke jun- 
gle as you investigate one area after anotker. You’ll also meet at least one 
Huline woman wko can provide you witk some decent weapons. 

•4* Tke Executioner’s Caves: ’Tkese are glowing lava tukes accessikle on tke 
far side of a tkorn-kedge lakyrintk in tke jungle. Tkere’s a Huline woman to 
rescue down tkere, and some nigktmarisk nasties tkat will ckallenge your 
new comkat skills. Witkin tke caves is tke entrance to some ancient ruins, 
and you’ll need to uncover tke secrets tkere to continue yom quest. Since 
tke appearance of tke klue spider-like creatures known as Hive Warriors, 
some of tke villagers kave taken to calling tkese tke Hive Caves. 

•4* Tke Huline Village: You can’t enter tke village until you rescue tke woman 
trapped in tke caves. Once you do, you can pick up some information, kut 
you’ll ke facing sometking of a dead-end in your searck for a cure for your 
curse. 

*4* ’Tke Ancient Huline Ruins: Tkese ruins deep keneatk tke glowing lava 
tukes of tke Executioner’s Caves kold several deadly puzzles. . . and some 
runes tkat you need to copy if you want to proceed. 

*4* ’Tke Huline Monastery: ’Tkere are people kere wko can kelp you witk your 
quest, as well as a power ork tkat migkt prove useful elsewkere. You’ll pick 
up clues kere tkat lead you to tke next pkase of your travels. 

*4* Tke Dark Halls: ’Tkese are mysterious passageways witkin tke walls of tke 
Huline Monastery, kaunted ky specters determined to keep you witk tkem 
in tkere, forever. Like tke Draracle’s Halls, you don’t kave to penetrate tkis 
area at all, kut if you do you’ll kave tke ckance to pick up some impressive 
weapons, equipment, and magical talismans. All you’ll need to do is survive 
an attack ky waves of disemkodied spirits. . . and figme out kow to get out of 
tke place. 




rossing tke Bane River and entering tke Savag* 
itker encounters tke people wko can eventuallj 
3 akout tke tkreats posed ky tke Hive an d ky 
! in a savage ritual, permitting kim to enter an 
at last to understand wkat is expected ol kim. 
to continue kis quest. 
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The Third Sphere 

Here is wkere it all comes together for Luther. He now understands his curse 
and knows what he must do, both to save himself and the entire world. Within 
the Third Sphere, Luther acquires god-like powers, learns how to control his 
shape-changing powers, and confronts at last the evil dark god Belial. 

The City of the Ancients: This vast city rises from the depths, where it has 
lain hidden for millennia. Luther needs to explore it to find the Mantle 
shrine. . . where he himself will become an Ancient God. He’s going to need 
those god-like powers just to survive. . . 

The Hive Caverns: You’ll reach these warrens from the City of the 
Ancients. There’s not much here . . . except for those swarms of hideous blue 
spiders coming to eat you. You’ll find an unpleasant way into Belial’s 
Chambers throu ghh ere. 

*♦* 'The Hive Mother: Yeah, I’m afraid that this is the only way to reach 
Belial’s Chambers. Yuck. . . 

Behai’s chambers: ’This is the final set of fiendish traps and puzzles before 
Luther’s final encounter. There are a number of tasks that must he complet- 
ed here, as well as a monstrous living statue of the evil god himself that must 
he killed for Luther to proceed. Or to smvive, for that matter. . . 

Ht* The Birthing Chamhers: ’This is it, the final stage of Luther’s arduous 

quest. Here, he must figmre out what to do with his curse to bring about the 
long-awaited birth of a god. . . and then kill the thing before it’s too late. 

An Ancient God Speaks 

There. You now know everything you need to survive in Lands of 
Lore; Guardians of Destiny. Good luck to you, mortal, and. . . 

what? what’s that? You want some hints? Specific tips for surviv- 
ing? You’re asking me for help?. . . 

oh, very well. Chapter 2 will tell you about some of the artifacts 
and items you may find along the way, while Chapter 3 discusses 
what you may expect to encounter in the way of magic, if that’s 
not enough for you, then Chapter 4 will give you some hints for 
getting through the first sphere. Pay heed! Ignore my warnings, 
and you will find only an unpleasant end to your mortal existence. 

And — more important — I will lose my wager. 
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Chapter 2 







This is an Imp Chapter. It contains information about the various artifacts 
you’ll encounter and how to use them. Reading this chapter can give away 
some of the suspense of the game. 



T 


Kis ckapter lists tke various artifacts you migkt encounter in Lands of Lore: 
Guardians of Destiny and tells you sometking akout eack. You still need to 
experiment witk tke artifacts a kit to find out kow kest to use tkem. 


Wkile tkis list is fairly complete, keep in mind tkat we kaven’t told you everything 
tkat you migkt find. Keep your eyes open and your wits skarp! 


mELEE WEAPOnS 

Here is a list of tke principal melee weapons you may ke akle to find. 



Axe of the Lone Arih 

A magical axe tkat returns to you wken you tkrow it. Serves as kotk a 
Melee Weapon and a Ranged Weapon. To use as a ranged weapon, you 
must kave a range slot empty. 


Lone Sword PRism 

Using tkis weapon against an enemy gives you a 26% ckance of klind- 
ing tke enemy witk tke sword’s dazzling ligkt if you use it inside, and a 
75% ckance of klinding tke enemy if you use it outdoors. Prism is 
especially effective against Pkantom Dracoids and specters, suck as 
tkose inkakiting tke Dark Halls. 


ffl 4 .1. 
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Gauhtlets of STRiKinc 

Wear tliese gauntlets to deliver more damage witk your Llows than you could 
hare-handed. when you use them, you also have a 50% chance of stunning 
yom opponent. 


ce that de hvers a great deal of damage with eacl 
ly, you take the same amount of damage yoursel 
the Bracers of Valor. 


DRAcoiD ORnAHiEnTAL Dagger 

This dagger saps an opponent's magic if the opponent is trying to use a spell 
against you. 


Reaver of the Great Orc 

An immense sword found deep within the Executioner’s Cave. You won’ 
strong enough to wield this weapon unless you’re under the effects of a 
Champion Stone. As soon as the Stone wears off, you will drop the hlac 


A magical war axe that has a 26% ch ance of freezing an opponent with a 
successful strike. The freeze only lasts a short time, hut if you deliver a 
successful follow-up blow, the frozen enemy will shatter and die. 
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Thohah's Great Sword 

Tkis is tke enckanted great sword of a legendary mercenary leader. It 
delivers tremendous damage. It also negates 60% of all non-magical 
damage you may suffer in tke figkt and regenerates tke damage you’ve 
taken at tke rate of 1 point per minute, if you fall kelow 10% of your 
total kit points, a Large Imp materializes and figkts your nearest 
opponent. Finally, tkere is a 10% ckance tkat a Ligktning Storm will 
ke summoned eack time tke sword strikes, if tke Ligktning Storm isn’t invoked, 
tkere will ke a minor flask of magic. 

Wken you find 'Tkokan’s Sword, it is kroken. Raskar, in tke Huline Village, will 
reforge tke klade for you if you give kim a Power Ork. ^u must ke enckanted to 
reack full potential. 




Great Sword Darkstorhi 

wken Firestorm is empowered and kecomes Darkstorm, it gains tke 
akility to sap an opponent’s magic and kealtk. In comkat, you will see 
red and klue spkeres of energy flowing from your enemy to yomrself . 


Halberd BASTion 

Tkis polearm raises an iron gate around you wkenever an enemy 
comes witkin 10 feet of you. Tke iron gate reduces tke ckance of 
an enemy attack kitting you and also reduces tke damage tke attack 
inflicts . 


RAnCED WEAPOnS 


Tkis is a list of tke various missile weapons you may encounter. 



LoncBOW Defehder 

A kow tkat, witk a successful kit, kas a 50% ckance of knocking your 
opponent kack a few feet. 



riET OF EXiLE 

A magical net that is good for one use and then disappears after 
banishing its target. 


Rtxx's Plasiha Staff 

This magical staff emits a stream of small plasma spheres. The spheres 
damage an opponent when used at missile range; at melee weapon 
range, the staff functions only as a rather poor striking stick. It is also 
good for lighting torches too. 

Crossbow Share 

A crosshow that has a 25% chance of briefly ensnaring your opponent 
in a sticky net. While trapped, your opponent is stunned. 


Dagger of LIght 

Place this weapon in your Melee Slot to create daggers of light 
hurtling through the air at yoxu: opponent. 


War Blade 

Kityara gives you this blade after you return with the wax impressions 
of the Runes, or you can kill her and take it from her body. You must 
have this blade to gain access to the Second Sphere. 


LoHGBOW SHiFT 

A magical long how that alters its attack in combat to the type of 
attack best suited to that opponent. For instance, an opponent easily 
hiu:t by flames will receive a fireball attack, while one susceptible to 
lightning will receive a lightning holt. Longbow Shift can deliver fii;e, 
lightning, and physical attacks. Unfortunately, if yomr enemy isn’t su^ 
ceptihle to any of these three types of attacks, Shift won’t fire at"al^^ 


oju/ ^pear 
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Crossbow ValkyrIe 

Tkis crosstow fires a single firetall instead of traditional 
bolts. 


crossbow 




Great Bow Shard 

Tkis long kow fires skards of ice. Wken a sk ard strikes, it shatters into 
smaller skards, eack one of wkick delivers damage to tke target. 



Crossbow BiYRiAD 


Tkis crosskow delivers a kail of three holts eack time it is fired. . . kind 
of like having a crosskow on full-auto. Eack holt that strikes its target 
releases a Chain Spark Spell, causing additional damage and chaos. 



Dark Bow 

This is a magical kow left ky tke Ancients with tke power to drain 
health and magic from your opponent. When fired, -it shoots an arrow 
at yoiu: nearest foe; when it strikes, klue and red spheres of health and 
magic flow from tke enemy into you. Tke effect is similar to, if not as 
powerful as, tke effects of tke Great Sword Darkstorm. 


I 

I 
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ARmOR 


Tins is a list of the various types of armor with which you might he ahle to 
equip yourself. 



Death Stroke ShIeld 

This is a magical shiel«l that has a 50% chance of negating all damage 
to the wearer, hut only if the damage you wotJd have suffered would 
have killed you. 



Bracers of Valor 

These are magical gloves that negate the deadly recoil effect of the 
War Axe Traitor. 



GaUHTLETS of UltGHT 

These are gauntlets that increase yom strength. 



Gargoyle Bracers 

These are gloves forged for the ancient Imp Lords. They reduce your 
magical cost for any Summoning Spell hy 26%. 




KtERAn'S CiRCLET 

Ah eadhand that provides magical protection equivalent to a good 
of plate mail. You cannot wear the circlet while you’re wearing 
hody armon however. 


om/ ^^ear 
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Stohe Bracers 

Gloves of stone tLat actually reduce yoiur armor 
make you immune to all poison. 


protection kut 


al 


so 




Coward's Target ShIeld 

Tkis magical sliielJ makes tke wearer invisikle kut also reduces kis 
modified strengtk and protection to zero, if tke wearer attempts any 
attack, ke kecomes visikle for 10 seconds. 



FiRE Shield 

Tkis skield protects against damage from fire kut is extremely suscep- 
tikle to any damage caused ky cold or ice. 


Reflective Plate IhAiL 

Tkis kigkly ornamental suit of armor provides little protection 
against pkysical attack kut reflects spell attacks kack at your oppo- 
nent witk kalf of tkeir original strengtk. Unfortunately, tkis armor 
also makes tke wearer a magnet for kis own Ckain Spark Spells. 

Dragohscale Arihor 

Tkis finely-crafted armor of dragon scales provides some protection 
against attacks ky Ancient Magic, if worn witk Dragonfire Bracers, 
tke armor kursts into flame, attacking kotk tke opponent and you; 
kowever; tke armor protects you from 76% of tke damage inflicted, if 
Dragonscale Gauntlets are worn as well, tke wearer is rendered invul- 
nerakle to tke flame. 


DRAGOnSCALE GaUHTLETS 

Tkese gl oves protect tke wearer from 26% of tke fire effects of 
Dragonscale Armor. Tkey also offer some protection against Ancient 
Magic attacks. 


JLwX 
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DRAGonFiRE Bracers 

Tkese cause tke wearer to turst into flame, attacking opponents in melee 
comkat range, if you’re wearing only tke kracers, you suffer tke same dam- 
age as your opponent, if you’re also wearing tke Dragonscale Gauntlets, you 
suffer 76% of tke damage from tke attack; if you are wearing Dragonscale 
Armor, you receive 26% of tke damage. 


SPELL DEVICES 


Tkese items can ke used witk specific spells and magical effects. 

■ Rtnc OF DrakeFIre 

Tkis magical ring, wken worn alone, turns all Spark Group spells into tke 
group Fire Spark, if worn witk tke various Dragon pieces of armor; you can 
cast tke Fire Spark spell at kalf tke usual magic point cost. 


Stohe Cube 


Ice Cube 

Use tkis magical cuke to create an ice wall, 


LiGHTninc Crystal 

Use tkis crystal to kiurl a ligktning kolt, 
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STORto Crystal 

Tkis crystal can summon a storm. It’s tke most powerful magic in tke 
Lands, if your opponent is susceptikle to it. 


Guard! A n Orb 

Wken used, this orh summons a magic sword that strikes one oppo- 
nent with terrible damage before it vanishes. 


Stroke Dagger 

You can only throw this dagger once, hut when you do, it becomes a 
triple-strength lightning holt. 


RinG OF REGEHERATion 

If you are killed while wearing this ring, you will he immediately 
regenerated. The ring then disintegrates. 


PROTECTlOn iTEms 



These magical artifacts can protect you from harm. 


Dragoh GeUi 


Taken from the gemstone found in a dragon’s heeurt, the Dragon Gem 
as an amiJet to help protect you from physical attack. 


IB worn . 


CoLim's Abiulet 

Colim’s amulet provides limited protection from hostile magic. It s 
especially useful for blocking attempts to drain yotu magic. 
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Bezoar's Rtnc 


lis ring protects you 


Greater Bezoar's Rinc 

Tkis ring protects you from Greater Poison. 


CATRtnC 

Tkis rind lialvee 


Lowev- 


Jeweled Scarab 

Tkis artifact protects you from tke effects of Ancient Magic and reduces 
damage. 


iRon Rod 

Like a ligktning rod, tkis d( 


device protects you from electrical attacks. 


KEnnETH's Charih 

Tkis ck arm gives you some protection from kotk pkysical and magical 
attacks and also increases your strengtk; very powerful. 


Power Orb 

Tkis artifact increases your total kit points ky 10%, altkou gk if it is 
removed wkile all you kave left is tkat extra 10%, you will die. Tkis 
is primarily useful as an item of trade — to Kityara for tke Swor3*"fi 
or to Raskar as payment for reforging Tkokan’s Broken Sword. 



jm, iT?u.,ii,aiiU t 


OTHER iTEltiS 



Keleh's Rinc 

If you strike tare-kande J witk tkis ring, tke tlow causes tke damage of a 
tiger’s claws; you’ll also kear a loud snarl. Tkis item is very keneficial wken 
you’re tke lizard. 


Stohe of the Cobra 


’Tkis amulet cuts your recovery time from melee weapon and missile dama; 
in kalf. 


Vel^s FruIt 

Tkese red pieces of fruit negate tke effects of any poison. 


InGREDlEnTS, HERBS, 

AHD compounDs 


You’ll find various interesting kits of stuff, some of wkick kave cmative 
or otker powers, and some of wkick can ke used in comkination witk otker 
suk stances. 
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Aloe Leaf 

Tkis leaf keals 5 points of damage. 



Cave Aloe 

Cave aloe keals 5 points of damage. 



ITI'I I il 1 1 -t * 
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iRonwooD Sap 

Ironwooi sap kas no effect ty itself. 


Ahiber 

Amker kas no effect ky itself. 


VEnoni Sac 

Taken from a deaJ lai 


lis poison sac, if ingested, kas a 6% ckance 
of causing Greater Poisoning or a 20% ckance of causing Lesser Poisoning, 


LABtiPLiGHT Eggs 

Usually recovered from tke lair of tke Lampligkt Queen, tkese eggs give you 
low-ligkt vision for 1 minute. 


Brook Flouhder 

A fisk tkat, wken eaten, gives yoi 
1 minute. 


GORGOntTE nODULES 

A mineral tkat, wken used, kas a 5% ckance of 


SiLVERLEAF 

Silverleaf gives you 6 Magic Points. 
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HiAnoRAKE Root 

Wken used, tkis root knocks you out for 6 seconds. Wkile you are 
unconscious, your Protection is reduced to zero, and you won t wake 
up during an attack. However, it also increases your Magic ky 20 
points and your Healtk ky 40 points. 

Aiharahth Seruih 

Amarantk serum kas no effect ky itself. 


Tar Crystals 

A tar crystal kas no effect ky itself. 


RAinBOW SULFiTE 

Tkis mineral, wken used, kas a 5% ckance of causing you to morpk to 
lizard form. 


Black LicHEn 

Black licken keals you for 20 points. 


PHARlllACOLOGiCAL 

comBlnATions 

Tke following items can ke created ky klending various elements and kerks. 

Warning! This section tells you what items can he mixed with other items 
rJer to create new magical compounds, if you'd rather figure out the 
hinations and their uses for yourself, don’t read further in this chapter! 


m ora 
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Arraht Prac 

Tke tecimical term ior any comtination of ingredients tkat doesn’t result in 
sometking useful. Also known as a yucky mess. 



CHAHiPion Stohe 

Ckampion stone is made ky mixing Ironwood Sap witk Amker, or it can ke 
found in various kidden places. It increases your Strengtk ky 20 points for 
1 minute. It enakles you to use Reamer of Great Ore. 



Poison PAinT 

Tkis is created ky mixing a Venom Sac witk Lampligkt Eggs, if ingested, it 
causes Lesser Poisoning, if rukked on your weapons, it adds a Lesser Poison 
attack to your klade attacks. 


War Cluster 

Tkis is made ky comkining Venom Sacs witk Amker. It increases yomr Hit 
Points ky 20% for 1 minute, if it wears off wkile you’re still witkin tkat 
danger zone, you die. 






Force Pod 

Mix a Poison Paint witk a War Cluster to get a pod of Ancient Magic. It 
acts like an Ancient’s Stone. 


LARKHon Vapors 

Comkine Silverleaf witk Amarantk Serum and you can use tke vapors 
to knock out tke terrikle Larkkon. You must accomplisk tkis at one 
point in tke game in order to reack tke Citadel of tke Ru-loi. Tkis 
also knocks you out for a few seconds, kut witk no keneficial effects. 


oju/ '^ear 
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lilAllA FoiL 

Made l>y tlending Silverleaf witk Raintow Sulfite, tkis compound 
increasee your Magic Points ty 60. 


miriD Cluster 

Mix Gorgonite Nodules witk RainLow SiJfite and you can use psyckic 
detection. Tkis reveals tke entire automap of tke current level, includ- 
ing secret areas! 


Stohe of the GoRGon 

Comkine Black Licken witk Gorgonite Nodules. Wken tke Stone of 
tke Gorgon touckes an opponent, tke opponent is turned to stone. 


Death Sac 

Mix a Venom Sac witk Tar Crystals. If you ingest it, you suffer 
Greater Poisoning. Apply it to your weapons to add Greater Poisoning 
effects to tke damage tkey cause. 


AciD Sac 

Blend Lampligkt Eggs witk Tar Crystals to create tkis compound. 
Wken tkrown at an opponent, it reduces your opponent’s kit points 
and comkat points ky 26% for 16 seconds. 


Pgd of the CHAncELinc 

Mix a Ckampion Stone witk an Acid Sac to create tkis magic pod. It 
transforms you into a Mega-keast for 1 minute. Causes no effect if 
you’re tke Beast. 


Pyra Pod 

Mix Tar Crystals witk a Mandrake Root, and you can ckange Spark 
Group spells to Fire Spcirk spells for 2 minutes. 
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Thi0 ig an Imp Chapter. It contains information about the various magical 
spells you’ll encounter and how to use them. Reading this chapter can give 
away some of the suspense of the game. 


SPELL GROUPS 


*4* Level 1: Lesser Spark 
*4* Level 2: Greater Spark 
•t* Level 3: Ckain Spark 
* 4 ? Level 4: Ligktning 
*4;* Level 5: Ligktning Storm 
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HEALtnG Group 

TLeBe spells enatli 


le you to keal yourself. Select tke spell, and 
S to activate it. 


Level 1: Lesser Heal 
’If Level 2: Damage Skield 
•^1* Level 3: Poison Skield 
*4* Level 4: Grreater Heal 
Level 6; Regenerate 


Summon 

Tkree of tkese spell levels conjvure up magical entities of 
increasingly powerful stature and direct tkem at your enemies. 
Tke Banisk spell dispels certain entities sent to attack you. 

*4* Level 1: Imp 

^ Level 2: Greater Imp 

*4? Level 3: Ancient Imp 

* 4 * Level 4; Imp Lord 

* 4 * Level 5: Banisk 


PRism 

Tkese spells involve magically controlling ligkt in various ways 
to klind or confuse tke enemy. 


Level 1; Blind 
* 4 * Level 2: Invisikility 
* 4 * Level 3: Hologram 
’ 4 * Level 4: Sunray 
* 4 * Level 6: Trinity 
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misTs OF Dooih 



Tkese spells are related to otker-worldly effects involving 
specters and gkosts. Summon up tkese pkantoms and 
direct tkem at your foes! 


’ll* Level 1: Lesser Apparition 
’ll* Level 2: Greater Apparition 
Level 3: Gkost 

*4? Level 4: Spectral Pkantoms 
*4? Level 6: Lick 


ConTROL Curse 



Tkese spells are very specifically linked to tke curse tkat 
Lutker kears. To acquire tkem, not only must you kave 
enougk Magic Points, kut you must ke instructed in tkeir 
use. Dawn starts tkings off ky giving you a Dampen 
Ckarm in tke Monastery, wkick kelps you stop a ckange 
wken it is imminent. Later, you may kave tke ckance to k 
instructed on kow to use otker spells in tke group. 


Learning kow to control and expel tke curse is vital for tke successful comple- 
tion of tke game. 

*4* Level 1: Dampen Ckange 
*4* Level 2: Ckange to Human 
*4* Level 3: Ckange to Lizard 
* 4 * Level 4: Ckange to Beast 
* 4 * Level 6: Expel Curse 




An Ancient God Speaks 

A word ahoui the spells you'll acquire for controlling your curse. 

As a human, of course, you’ll eventually he able to deliberately 
change into either a lizard or a beast. And your lizard form, 
although poor at handling weapons, is quite good at throwing 
spells. He can change back into a human easily. 

The poor beast, however, has no magical ability at all. Once you 
become a beast, you're stuck in that form until the curse changes 
you back! 



Stohes of AnciEHT ItiACic 

From time to time as you explore tke world of Lands of Lore; Guardians of 
Destiny, you’ll find a cacke of one or more Stones of Ancient Magic. Tkese are 
extremely powerful and valuable artifacts, for eack one gives you an extra, fiftk 
level of spell-casting akility. 

To acquire tkis fiftk level, use (rigkt-click) tke stone over Lutker’s portrait. Tke 
window skowing your spell group will acquire a red, glowing kalo. Move tke cur- 
sor over tke magic window, and you’ll see kow many ckarges of ancient magic 
you ciurrently possess — up to a total of nine. 

Tke fiftk-level spell for eack group is listed kelow. 


Spark Spell Group, FIfth Level: 
LiGHTntnc STORm 




Like tke Level 4 spell in tkis group, orJy more so. 


HEALinc Spell Group, FIfth Level: REGEnERATE 

You’re back. . .from tke dead! You’ve got to ke quick witk tkis one tkougk. 
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Suiiiiiion Spell Group, 
fifth Level: BAniSH 

Tke targeted monster will get taken. . .elsewkere. 

PRtsm Spell Group, 
fifth Level: TRiniTv 

Just try it! 

HiisTs OF Doom Spell Group, 
fifth Level: Lien 

You get turned into an invulnerakle, undead kck for a few moments. 

ConTROL Spell Group, 

FiFTH Level: Expel Curse 

At last! You can get rid of tkis curse! 

An Ancient GoJ Speaks 

It’s a good idea to charge up with Ancient Magic Stones as often 
as you can find them, and if you've already charged up with nine of 
them, have some more in your inventory as spares. They are espe- 
ciallu useful against Belial and some of the really tough monsters 
at the end of the game. 

Later in the game, you can pick up or learn how to make two 
important magical ingredients — W&r Cluster and Poison Paint — 
which can he combined to make a Force Pod. Using a Force Pod 
boosts your ancient magic in the same way that an Ancient Magic 
Stone does. You would be wise to stock up when you get the 
chance! 

You must be able to use a Level 5 Control Spell to expel your curse 
at the en d of the game. Fortunately, you'll get them all when you 
reach the Mantle of the Ancients. 


SPELL EFFECTS 


Tke following are tke effects cause d Ly unleasking tke various spells at your 
command. Eack is descriked so tkat you’ll recognize it wken you see it. 



Lesser Spark 

A kurst of electrified particles attacks your opponent 
or tke okject you’re aiming at. It can kill a kuman 
opponent, knock down rocks, or klast open koles in 
tkom walls or otker okstacles. ’Tkis first level of tke 
Spark Spell Group is one of tke two spells you 
already know wken you start tke game. 



Greater Spark 

Greater Spark is tke same as tke Lesser Spark, kut it 
releases several sparks. 




CHAin Spark 

Tkis is tke effect generated ky tke tkird level of tke 
Spark Spell Group. A spkere of electricity fires 
tkrougk tke world, ricocketing off tke walls and 
okjects. 





LiGHTninc 

A Lolt of ligktning appears at tke Lottom of tke screen 
and arcs up to strike your opponent. Tkis effect is seen 
witk tke kigkest leve I of tke Spark Spell Crroup and is also 
associated witk certain magical items, suck as Ligktning 
Crystals. 


Heal! no 

Tkese spells are directed against yourself to restore you to 
kealtk after taking damage. You’ll see a flask of ligkt on 
Lutker’s portrait and kear a ckord of keavenly music, and 
your kealtk will ke magically restored. You kegin tke game 
witk tke first level of tkis Spell Group. 


Poison Shield 

Tkis spell is directed at yourself. A kalo of green ligkt 
appears around Lutker’s portrait as tke effects of 
poisoning are prevented or cured. Stays up for 30 
seconds. 
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Summon Imp 


A ^las]l {ire and smoke appears, clearing to reveal an Imp 
wko will attack your foes. Depending on tke level of Summon 
Spell employed, your supernatural ally will ke an Imp, a Greater 
Imp, an Ancient Imp, or an Imp Lord, if its use is inappropri- 
ate, tke creature will ask wky you summoned it, tken vanisk. 



BUno 


A krilliant pxdse of ligkt strokes on yom opponent. 
It temporarily stuns your foe, eneikling you to strike 
or flee. 


Create HoLOCRAm 


Tkis is a useful spell effect from tke Prism Spell 



Group tkat creates a perfect replica of yourself. It 
doesn’t move, kut it migkt distract any kostile ene- 
mies or kungry monsters in tke area and give you a 
ckance to slip away. Tkis works kest witk invisiki lib 







DiisTs OF Doom 

Witk eacli increasing level of tke Mists of 
Doom Spell group, increasin gly numerous ani 
terrifying gkostly apparitions appear and attack 
your foe. 


DAmAGE Shield 

A Llue kalo appears around Lutker’s portrait. Wkile tke spell 
60 % resistance to pkysical and marginal attacks. 


you will kave 


OTHER mAGiCAL EFFECTS 


Tke following are some of tke magical effects you may encounter as magic is 
unleasked in tke world of Guardians of Destiny. Most magical effects manifest in 
one of two ways; a major effect if your attack was successful, and a minor effect 
if it was klocked somekow — ky your opponent’s defenses, ky a magical dampen- 
ing effect, or simply ky a hum of kad luck witk tke percentages used to calculate 
success for eack attack. 

Back effect is descriked so tkat you can figiure out just wkat you’re seeing on tke 
screen as you unleask your magical assaults — or wken particular magical attacks 
are launcked against you. 


FiRE FiZZLE 

Tkis is a puff of fl ame. You’ll see tkis any time 
you successfully use a fire-oriented spell, kut for 
one reason or anotker tke major spell effect is 
klocked. 






Electrical FIzzle 


Tkis is a small fizzle of electric sparks moving from tke Lottom 
to tke center of tke screen. You’ll see it if you successfully use 
an electrically oriented spell, kut for some reason tke major 
effect is klocked. 




Stohe Wall 


Tke ground kefore you splits open, and a slak of solid rock 
grows up out of tke eartk. Tke rock can ke destroyed ky kasking 
at it for a long wkile witk pkysical weapons, kut it is otkerwise 
permanent. ’Tke effect is created ky using a magical Stone 
Cuke. 





Ice Wall 

Tke ground kefore you splits open, and a slak of ice emerges 
from tke eartk. A pillar of solid ice appears. Tke effect is ere 
ed ky using an Ice Seed. ’Tke ice can eventually ke kroken ky 
pkysical klows and melts quickly wken exposed to keat. 



FiRESTORIll 

Fiery tolts strite from tke sky, setting klazes everywkere, 
inflicting terrikle damage. Tkis is tke spell unleaske d ky 
tke Great Sword Firestorm. 


RAPiD-FiRE fireballs 

Rapid-Fire Firekalls are a stream of small firekalls flying 
toward your target. Tkis effect appears wken you use tke 
Crosskow Nokle Valkyrie. 




GuARDiAn Orb's Sword 

A spectral tlade sweeps across your field of view, striking your 
opponent kefore vanisking. Tke effect is linked to tke magical 
item called tke Guardian Ork. 


FiERY ExPLOSion 

Tkis is a flask of flame and smoke tkat causes considerakle 
damage to wkatever mi gktke nearky. Tkis effect is generated ky 
nvunerous devices and spells. Tke crates of explosives in tke 
Dark Halls can ke made to explode and damage tke attacking 
Skad es, or to klast koles tkrougk walls, locked doors, and 
kricked-up windows. Tkere are different sizes and severities 
associated witk tkis item. 
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PETRiFY 

Your opponent temporarily transforms into a solid stone statue. 
Tke effect is caused ky tke magical Stone of tke Gorgon. 
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AciD 

A spray of transparent acid douses your target, temporarily 
reducing your opponent’s protection and causing damage. 
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fireball 

Tliia is a ckiiming, rolling spkere of fire. It is created ky 
certain magical items, notakly a Fire Crystal, and is a 
potent weapon. 


Poison Cloud Trap 

Found in tke Hive Caves and elsewkere, tkis item randomly emits a cloud of 
poisonous vapor. 


Health DRAin 

You see a small group of red spkeres moving from your opponent to you. . . or 
from you toward your opponent, if you are tke one keing attacked. You can 
unleask tkis effect witk certain weapons, suck as Darkstorm. 

Plasiha Sphere 

A krigkt, pink spkere of plasma drifting tkrou gktke air. It is created ky certain 
weapons and spells, including Rixx’s magical staff and tke magic of tke Ru-Loi. 

NOTE: Note you have all the hackyrounJ you 11 need on the equipment 
you can find (Chapter 2) and the spells you can learn as you make your 
way through the world of Lands of Lore. Of course, you still have no idea 
where these items can be found, or how to get them. For that, you re going 
to have to do some exploring. 

if you need some help figuring out where to go or what to do, check the 
following chapters, beginning with some hints and tips for getting through 

the First Sph ere. 
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Chapter Four 
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T%t0 w a Damigod Chapter. It contame hints and tips, ranging from vague to 
fairly detailed. Reading the more specific clues in this chapter can give away a lot 
in the way of game secrets and surprises. In addition, reading the entire chapter 
will give you a good idea of where you must go and what you must do to complete 
the game. Do NOT read this chapter all the way through if you want to preserve 
some of the mystery and suspense of the story. 




T kis ckapter covers tke eigkt specific areas you’ll encounter witkin tke 

First Spkere of Lands of Lore: Guardians of Destiny. A list of kints is pro- 
vided for eack major proklem. Tke earlier kints in eack series are delik- 
erately vague; as you move down tke list, tkougk, tkey kecome more direct and 
specific. Use a 3x6 card or a piece of paper to cover up tke lower kints for eack 
section if you want to solve tke puzzles witk a minimum of kelp. Wkile tkis list 
is fairly comprekensive, ke aware tkat we kaven’t told you everything tkat you 
migkt encounter. Watck yom: step! 

THE FIRST SPHERE 

You’ll kegin tke story after kaving escaped from 
tke dungeon of Gladstone Castle. Your ckarac- 
ter, Lutker, kas no weapons and little kope — 
notking at all, in fact, kut tkis kizarre and terri- 
kle curse tkat periodically and witkout warning 
transforms kim from kuman form into eitker a 
lizard or a kideous, lumkering keast. 

One keing, kowever; may kold tke answers 
Lutker needs. Tke Draracle, last of tke Ancient 
Gods remaining in tkis world, mi gkt kold tke 
key to Lutker’s salvation. To reack kim, you must make your way nortk tkr ougk 
tke Caverns of tke Draracle. 

And. . . ok, yes! 'Tke Gladstone Castle Guards are in kot pursuit. 
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The Draracle's Caves 

Tke caverns mn north, with few turnings or detours. 
Arrows scratched on the cavern walls show you which 
way to go. Simple, ri ght? 


The first Few Steps 

*4* which way were you supposed to go? 

*4* which way can you go? 

^ There are a few things outside the caverns that might help you later on. 
Experiment. See what you can pick up. 

•4* You’ll find you can break off a piece of green crystal from a stalagmite. 

*4* Some cave aloe is behind some hushes near the water. 

*4* The crystal can he used as a crude weapon. The aloe, if you right-click it over 
your portrait, will heal some damage. Don’t use it until you’ve been htu+, or you’ll 
waste it! 

*4* Try h eading north. 

*4* Do not try following the guard to the cave entrance, toward the west. You are 
killed if you do. 

*4* Tile dancing sparks of light are an additional clue. Click on them and they fly in 
the direction of the Draracle. 

•4* At some point, you’ll find a large boulder blocking yoiu: path, and a second 

tunnel to yom: right. As you pass through the ri ght “kani tunnel, you experience 
your first morphing into either a lizard or a beast. 

*4* if you turn into a beast, you’re too big to fit through the tunnel. Go hack to tn 
boulder, and push it aside, if you tium into a lizard, you can keep going thr^ilh 
the low-ceilinged tunnel or return to the other path and go around the^S^der. 
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Your FiRST Coiubat 

Tlirougli a slit in tke cave wall, you may witness a skort conversation 
between two of tke pursuing guards. You must get past one of tkem to 
continue. 

Skould you figkt or run for it? 

Tke decision is pretty muck up to you. 

You can simply rusk past tke guard, if you’re still in lizard form, tkis won t 
ke kard. 

You can attack tke guard. If you’re still in keast form, tkis won’t ke kard at 
all. In fact, tke kard part migkt ke catching kim. 

if you’re Lack to kmnan form, you can run or you can figkt. 

*4* Did you grak one of tkose green crystal stalagmites earlier? One of tkose 
makes an adequate, if desperate, weapon. 

if you ckoose to figkt, wade in close, target tke guard, and kit kim as quick- 
ly and as many times as you can. If yom kealtk kegins dropping too quickly, 
kack off and run. 

* 4 * if you picked up some cave aloe earlier, you can keal some of your damage 
wken you get tke ckance. 

•4* if you manage to kill tke guard, don’t forget to click on kis kody! You can 
pick up a skort sword and a skield — weapons infinitely more effective tkan 
tkat sliver of green stone! 

To THE PiLLARS AHD BeYOHD 

* 4 * ’Tke tunnel runs past a lake. 

* 4 * A side passage to tke east leads to a circular grotto witk several waterfalls 
and a central pool. 

* 4 * One of tke waterfalls can ke useful if you’re keing pursued ky a guard. 

* 4 * Try using magic on a stalagmite akove a waterfall. Tke resiiltant flood 
waskes tke guard away. 


A pool teyonJ tke waterfall keals you if you click on it after keing injxuei. 
*4* You may ke akle to recover some items after tke flood. 


An Ancient GoJ Speaks 

Check carefully in places like this grotto. You may find access to 
unexpected passages, and you may find items that will aid you. 


*1? Go kack to tke main passageway and kead nortk. 

*4* Oops! Your way is klocked ky tkose massive, square stone pillars. And tke 
guards are coming up fast kekind you! 

*4* You want to go forward, into tkat room keyond tke pillars. 

*4* Tkere' s no special secret, no secret doors or switck. 

*4* Move close to one of tke pillars, ckck and kold on tke side, and drag. You 
can skove tke pillar to one side and get tkrougk. 

Ht* A guard comes tkrougk after you. You can figkt kim, or you can run. 

*4* Parts of tke ckamker’s ceiling are loose. Look for a pillar worn tkrougk near 
tke kottom wkere a well-timed klow — wken tke guard is coming tkrougk 
tke pill ars kekind you — migkt kring part of tke cavern’s cei ling down on 
your pursuer. 

*4* Tkere are pools of flammakle liquid on tke floor. Try using your spark spell 
on one wken your enemy is standing in it. 


The Old Orc's Cave 

*4* You’ve got a ckoice kere. Left or rigkt? 

*4* Botk patks eventually lead to tke Draracle. 

*4* You migkt want to try finding some ketter ecpiipment. Tkere are useful 
items tkrougk tke passage to tke ri gkt. 

*4* Tke rigkt-k and passage keyond tke pool opens into a maze of tunnel^ jf i 
guard follows you tkrougk, you may need to figkt kim. Rememker youjuH 
magic! 




65 


•t* Click on tke wooden doors you find to open tkem. 

•4? One room contains an ancient ore, near deatk. Click on kim to kear kim 



*4? if ke falls asleep, click on kim again. 

* 4 :* Wkat did ke say kefore ke died? Sometking akout a present left kere for 
you? 

*4* Searck tkrou gktk e caverns. Wkere migkt sometking ke kidden? 

* 4 * Look for a room witk a numker of crates on tke floor. 

* 4 * Tke crates provide a clue as to wkere sometking migkt ke kidden. 

* 4 * Look up. Do you see sometking like a ledge kigk up on one wall? 

* 4 * It’s out of reack. How can you get up tkere? 

* 4 * Try clicking and dragging on tke crates. Tkey move! 

* 4 * Try stacking tke crates on top of one anotkei> just kelow tke ledge. 

* 4 * Your stack doesn’t kave to ke pretty. Try jumping as you move forward to 
climk tke crates. You skould now ke eikle to reack tke ledge. 

• 4 * Two ore maces and a skield were left up kere for you. 


The FiRE Cave 

• 4 * Wketker you go left or rigkt at tke krancking, you eventually enter a large 
cavern witk a central pit and several ktuming pools. 

* 4 * You can circle tke pit to tke left or rigkt. You can also enter tke pit down a 
steep ramp on tke west side. 

* 4 * Notking muck down kere . . . except for one kell of a kig cockroack. 

* 4 * You’re kest off running tkrougk tkis area as fast as you can, and not kanging 
around to play witk tke kugs! 

* 4 * if you do find yourself facing a cockroack tke size of a living room sofa, 
yoiu: ore mace, if you kave one, is a good weapon to use. 
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The Draracle 

Beyond tke Fire Cavern is a passageway leading to tke Draracle. At last! 

Cross tke kridge and pusk open tke door. Quickly! Kennetk and kis guards 
are close at your keels! 

*4* Tke Draracle lets you stay and orders tke guards to leave. You’ve won tkis 
round! Listen to tke conversation ketween Lutker and tke Draracle. He tells 
you to equip yoiirself, tken take tke Skining Patk to tke Soutkem 
Continent. A feline race living tkere may ke akle to kelp you. 

* 4 * Wken you leave tke Draracle’s presence, you’ll kave a ckoice. You can go 
kack tke way you came and meet tke Draracle again. He won’t ke pleased to 
see you again so soon, if you try to talk to tke Draracle a tkird time, you 
can listen in on anotker conversation ketween tke ancient oracle and a 
kuman woman named Dawn. 

* 4 * You can go straigkt akead down tke corridor. A room witk a living skeleton, 
one of tke Draracle’s guards, kas some items for you on a takle. Take tke 
items. 

* 4 * At tkis point, you can continue straigkt akead. A control on tke wall opens 
tke way to a mirror and tke Skining Patk. Step tkrougk to ke teleported to 
tke Soutkem Continent. 

* 4 * You can ckoose anotker patk instead. 

* 4 * if you can find tke entrance to tke Draracle’s Museum, you can equip your- 
self witk some very impressive weapons. 


To CompLETE THis Level, you Ihusn 

* 4 * Go nortk tkrougk tke caves 

* 4 * Pusk a pillar aside to get tkrougk to tke room keyond. 

* 4 * Open tke door at tke otker end of a kridge to reack tke DraracL 


An Ancient GoJ Speaks 

I know you’re anxious to get on with it. But before you plunge 
ahead, pause a moment and consider. How well prepared are you? 

A suit of chain mail and a “fine long sword’ can only get you so far. 

The Draracle didn't tell you that the sword Is more ornamental than 
any thing else, did he? 

The Draracle's IIiusEum 

First you kave to find tke place. Actually, you 
don’t need to enter tkis section at all. However, 
for tke ckallenges and tests you’ll soon face, 
you’re going to need all tke kelp — including 
powerful weapons — tkat you can lay your kands 
on, and tke Draxacle’s Museum is tke place to 
get it. 

Finoinc the HiusEum Ehtrahce 

•4* You can try to find tke kidden entrance to tke Draracle’s Museum. 

Besides tke mirror, is tkere any otker interesting or unusual feature in tke 
room? 

•4* Could tkere ke sometking kekind tke tapestry? 

*1? Touck tke tapestry. 

•j? Are you sure tkere’s notking kekind it? 

Touck tke wall. A way tkrougk appears to you. 

Your FIrst Discovery 

*4* You’re in a long kallway, and tke door kas just closed kekind you. You’re 
trapped and need to find anotker way out. 

* 4 * Can you find anytking wortk taking? 

* 4 * Pay attention to tke walls. 

• 4 * Near tke end of tke kallway, ckeck to your rigkt. 





A triangular artifact — a Skeleton’s Key — is in a receptacle on tke right wall 
just before you enter the main museum hall. 

*4* Take the key. It’s vital to completing this level. 


The SKELETon Guards 

*4* The skeleton guards will stop you if they can. 

*1? They also have the annoying hahit of stealing some of yoiur possessions. 

•4? Your best weapon against the skeleton guards is an ore’s mace. 

* 4 * If a skeleton attacks, then nms away, it’s a fair bet that he’s snatched some- 
thing out of your inventory — most likely your Skeleton’s Key. 

* 4 * If your Skeleton’s Key is stolen, you’ll need to track the culprit down, smash 
him to hone chips with a mace, and get your key hack. You can’t leave the 
Museum wi thout it! 


EXPLORinC THE BtlUSEUm 

* 4 * Expl ore the Museum carefully, checking out all of its corridors and rooms. 

* 4 * Use your automap feature frequently to keep track of where you are. 

* 4 * Remember to use the spike on your automap feature to leave notes for 
yourself, marking important places along the way. 

* 4 * Some Musetim exhibits have a pedestal with a triangular recess. Click your 
Skeleton’s Key on the recess to activate a voice telling you about the exhibit. 

• 4 » The major problem throughout this level is the periodic encounters you’ll 
have with skeletal guards. Often they won’t notice you, hut if you come 
face— to— face with them, they attack — or try to steal your Skeleton’s Key 
and run with it. 

’I? Here and there on your wanderings you will see large ceramic vases on the 
floor. Some eu:e hiding artifacts. 

* 4 * Smash the vases. Some contain ivory chips that you can use later. ’They al^ 
give you additional mana if equipped 

* 4 * A few of the exhibits present dangers of their own. Save frequeim^^^^^^l 
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The Axe of the Lone ARm 

*!|* This exhitit can trap you. 

*lt* To avoid teing trapped, move toward tke axe, click on it, tken Lack out last, 
telore tke platform vaniskes. 

If you do fall into tke pit, you can still get out. 

Hf* Tkere’s a lizard-sized passage to tke west. 

Tkis passage leads to anotker of tke Museum’s secrets. 

The HiusEuni Orb 

•jl* Touck tke ork at tke entrance. You kear a voice telling you akout tke 
Musetnn. 

Is tkere anytking else akout tke exkikit tkat looks unusual? 

*1* Look on tke floor in front of tke exkikit. 

•4? Click on tke floor in front of tke pedestal. 

* 4 * A colmrm witk tke silkouette of a Skeleton’s Key rises out of tke floor. 

Place tke key in tke silkouette to open a secret passage. 

* 4 * It is possikle to lose your Skeleton's Key kere. Be careful — you only kave 
one! 

Ht* if you kave lost your key, tkere is anotker way to reack tke kidden passage- 
way. 

* 4 * To reack tke passageway, you must jump into tke moat surrounding tke Axe 
of tke Long Arm. 

* 4 * As a lizard, you can find a patk to tke west tkat takes you inside a small 
room kekind tke ork at tke Museum’s entrance. 

•4? Inside tke nickes on tke nortk wall are several magical scrolls. Take tkem to 
add new spells to your Inventory. Pull tke lever on tke soutk wall to open a 
passage Lack to tke museum. 
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Other EXHiBiTs ahd Secrets 

*4* Look at all of the exhibits, and use the Skeleton’s Key to play the messages 
for each. 

You can click on the hody of Belial and watch it disintegrate. 

•i* You can acquire a niunher of artifacts here, including the Longsword Prism, 
Thoh an’s Broken Sword, and the Axe of the Long Arm. 

Try firing a spark at the Dragon Heart Statue. Take the Drag on Gem that is 
revealed. 

•i? A Skeleton’s Key can he used to reveal a Speaking Stone. Use the Stone to 
hear a message. 

if you find a Skeletal Guardian stacking hricks, try moving the hricks and 
see if you can find a hidden Lightning Crystal. 

Ht* ’The exhibit of the Great Worm has a secret. 

*4* Try a running jiunp into the darkness to the ri ght to find in a secret 
chamber to the south. Save first! 

Hil* Aiter a while, a secret door opens, providing access to a teleport pad. 


An Ancient God Speaks 

You know, there’s a lot in here that you '!} find useful later. 

Thoh an ’s Sword is a potent weapon. So are some magical items, 
like the Lightning Crystals and the Dragon's Gem. 



Two Items will save you time, trouble, and danger. These are two 
ivory chips, and they’re hidden in two vases in the Museum. Now, 
if you only knew which vases. . . 


The TtiiiE Travel ExhIbIt 

*4* You’ll find this exhibit walled off by steel bars. 

* 4 * You can use yoiur Skeleton’s Key to open the door. There’s a guard inside. 
Be ready for him! 


*iP Only one oftke foiur small rooms is lit. Inside is an exkikit witk an 
kourglass. 

*4* Use one of your melee weapons to smask tke kourglass. 

*4* As soon as tke kourglass is kroken, you start to age. . . quickly! You don’t 
kave muck time! 

* 4 * You’ve got to get out of kere kefore you die of old age! 

• 4 * Use your weapon on tke walls of tke room. 

* 4 * Try tke east wall, to tke ri gkt of tke kourglass. 

* 4 * Smask tkrougk tke east wall and move tkrougk to tke corridor keyond. 

ComPLETinc the Level 

* 4 ’ Once you’re tkrougk tke wall, you ’ll find yoturself in a long passageway 
keading soutk first, tken east, tken nortk. 

• 4 * Follow tke passageway to tke end. 

* 4 * Beyond tke door is a dragon. 

* 4 * Click on tke dragon. He conveys you to tke Soutkern Continent. Tke 

sequence of flying across tke sea on a dragon’s great kack is alone wortk tke 
price of admission to tke museum! 

To COlllPLETE THiS LEVEL, YOU DiUSn 

* 4 * Eitker go tkrougk tke Skining Patk directly, kypassing most of tkis level 
entirely, or go tkrougk tke secret door kekind tke tapestry. 

* 4 * if you ckoose tke secret door, you must get at least one Skeleton’s Key. 

* 4 * You must use tke key to open tke way to tke Time Travel Puzzle. Break tke 
kourglass you find in one oftke small rooms, tken quickly, kefore you die of 
old age, smask tkrougk tke east wall of tke room. 

* 4 * Follow tke passageway, go tkrougk a door, and find a dragon. Touck tke 
dragon to ke transported to tke Soutkern Continent. 
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The HuLinE funcLE 

Tke dragon deposits you on tke Soutbem Continent, 
in tke lusk, Huline Jimgle not far from tke gates of tke 
Huline Village. You also arrive kere if you kypassed tke 
Museum and came straigkt to tke Soutkem Continent 
on tke Draracle’s Skining Patk. A guard in front of tke 
locked village gate tells you tkat a ckild and ker motker 
are missing, and no one kut Hulines will get ikrougk 
tkose gates until tkey are found. Clearly, you must kelp 
tke Hulines witk tkeir searck. But kow? 


I 

i 

s 
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EXPLORinG THE HULittE funCLE 

You need to explore most of tke jungle eventually. Wander around, poke 
into koles in tke tmderkrusk, and look for anytking unusual. 

*il* Do not attack tke two-keaded cats. You migkt manage to kill one, kut you’ll 
soon ke facing a wkole pack. 

*4* Normally, tke cats kound around witkout kurting anytking. Leave tkem 
alone. 


*4* Two Huline women appear to tke soutk after you talk witk tke guard at tke 
gate. Talk to tkem. 

*4* You can wade skallow streams, kut watck out for deep water. You’ll drown if 
you go in over yoiur kead. 

•4* Be on tke lookout for items you can collect and use. 


*4* You may find keekives kanging from some trees. Click on tke kive to get 



some wax. 

•4* You can click on tke kive twice to get two pieces of wax. Back off quickly, 
tken, or figkt tke kee tkat will appear. 

*4* Attack tke trunk of an ironwood tree, identifiakle ky large leaves and a ye] 
low notck in tke trunk. Tke sap can ke collected and used later. 

*4* Look for aloe trees. You can collect tkree leaves from eack. 

*4l* Specific spots to look for include tke kut of Kityara tke weaponss^^lB 
tke Monastery, tke ’Tkorn Maze, eind tke kridge over tke River BanjJ^^I 


You need to penetrate tke Tkorn Maze to reack tke Hive Caves. You must 
go kere to rescue Skalla and gain access to tke village. 

To reack anotker site you need to visit, you must get a magic flute from 
Brotker Julian in tke monastery. Before you can talk to Julian, kowevery you 
must talk to Dawn in tke monastery likrary, and kefore you can talk to ker, 
you must talk to Baccata in tke HuUne Village. 

*4* You need to kring wax impressions of some Runes (found at anotker loca- 
tion) to Brotker Jukan in tke Monastery. He translates tke Runes, and gives 
you a useful artifact. 

At one point in tke forest, you can go to tke skop of Kityara, tke weapons 
smitk. 

Kityara lets you take a numker of weapons, including tke Longkow 
Defender, Gargoyle Bracers, a dagger, and, if you did not acquire it already 
in tke Draracle’s Museum, tke Axe of tke Long Arm. 

*4* You need to get a special knife from Kityara to give to ker son. Ske gives 
you tke knife only after you kave retrieved some Runes from anotker 
location. Ske may also give you a very special item, if you give ker wkat ske 
asks for. 

You can’t enter tke Settlement of tke Wild Ones across tke River Bane 
until you kave Daniel’s knife. You can cross tke kri dge and talk to a Wild 
One kefore you get tke knife, kut ke will turn you away. 

Other Secrets 

tJ* Be careful of tke rickety kridge over tke quicksand, if you try to cross it as a 
keast, it won’t support you. 

You may ke akle to grak and skove tke plank kack into position to fix tke 
kridge. 

*4* Attack tke waterspout in tke nortkernmost river. Tke river dries up and 
reveals a tunnel you can access as a lizard. 

* 4 * Tkere are some useful items inside tke tunnel. 

*4* Find a waterfall to tke west of tke middle river. Entering tke waterfall plays 
a skort movie. 
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Ht* Click on tke cave to tke rigkt to go kekind tke waterfall. 

Click on tke skeleton to get closer. Click on tke kag to get a Speaking 
Stone. 

*1? Find a waterfall to tke east on tke middle river. 

You can reack it ky scrambling down tke embankment at tke soutkwest side 
of tke kridge over tke River Bane. You’re going to kave some trouble getting 
out of tkere, tkougk. 

• 4 * Expl ore tke rivers east of tke waterfall. 

• 4 ? Tkere’s a secret entrance to a skrine kere. if you go into tke skrine, you can 
find a summon scroll. Save before you try tkis one! 

* 4 * Back out quickly, before you’re trapped in tke skrine. 

* 4 * You will get killed by tke warding imp statues if you don’t find a way out. 
Look for a secret passage kekind tke statues. 

* 4 * You must unlock tke secret passage before you take tke scroll at tke top of 
tke steps. 

• 4 * If you survived tke battle of tke statues but can’t find tke secret passage, 
tkere’s another way out. 

•4? Follow tke Bane River soutk. A lizard tunnel leads back to tke Huline 
Jungle. 


The Thorh Hiaze 

* 4 * You need to traverse tke Tkom Maze to reack your neart destination. 

* 4 * Tke lakyrintk can ke reached ky moving toward tke soutkwest. 

* 4 * You must break through overgrown portions of tke maze. 

* 4 * If you are in beast form, you can slash openings through some of tke paths 
with your bare hands, if you are human, use your sword against tke tkom 
walls or else use your spark spell, if you are a lizard, try using tke spark 
spell. A spark works best because tke tkoms don’t grow hack. 

* 4 * Tke kits of daylight showing through tke thin portions of tke 
indicate where you can hack your way through. 
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*!|* You can also ckeck yoiur automap to see if you can spot places tkat appear 
open on tke map kut are klocked to you on tke game screen. 

To reack your destination, keep moving tkrou gktk e maze in a generally 
Boutkwesterly direction. Eventually, you emerge outside tke entrance to tke 
Hive Caves. 


The HiVE Caves 

Tkese are glowing lava tukes located keyond tke tkom-kedge lakynntk in tke 
jungle. You kave several tasks to accomplisk kere kefore you can proceed witk 
your main quest. 


Watck yoiw step! Most of tke floors, altkougk skot tkrougk witk sullenly red- 
glowing cracks and fractmres, can ke walked over witkout kiuting you, kut tkere 
are some spots wkere tke lava is kot enougk to cook you tkrougk in seconds. 
Tkere are also krigkt yellow-green pools tkat occasionally give off poisonous 
vapors, and one spot wkere, if you’re not careful, you can run rigkt off tke edge 
of a skeer cliff in tke darkness and plunge into tke kot lava far kelow. 


You’ll also ke facing a couple of ratker unpleasant residents witkin tke caves, one 
of wkom is responsikle for tke caverns’ ratker sinister name. . .tke Executioner’s 
Caves 


EXPLORinC THE CAVES 

Is tkere anytking usekJ lying akout on tke floor of tke cave? 

• 4 * Amker can ke useful. Collect it! 

*4? ’Tkat pile of sticks, twigs, and dekris is tke Executioner’s nest. 

* 4 * According to tke villagers, tke Executioner is more or less karmless. If you 
don’t kotker kim, ke won’t kotker you. Usually! 

• 4 * If you get too close, tke Executioner may attack you. His kite is poisonous. 
He may also kave a taste for lizard. 

* 4 * Executioners sometimes tend to ke pack rats. Is tkere anytking useful inside 
tke nest? 


End of tke line! Tkere doesn’t seem to lb* 


e any way across tkat ck asm. 

Do tkose rocks on tke ceiling akove tke ckasm look a kit precariously kal- 
anced to you? 

Wkat migkt kappen if tkose rocks fell? 

Try 1 auncking a spark spell at tke koulders on tke cei ling. 

Tke rocks will fall into tke ckasm, providing you witk a way across. 

*1? Alternatively, ckeck tke cave wall to tke left of tke precipice. 

Look for a lizard-sized passage tkrougk tke rock. 

Wait until you morpk into a lizard, and tken try tke very small tunnel near 
tke cliff. 

*4* A second, larger passage in tke ckamker turns out to ke too narrow for you 
unless you’re a lizard. Wkere does that tunnel go? 


Shalla 

* 4 ? Beyond tke ckasm, patks kranck left and rigkt. Wkick way to go? 

* 4 * Left leads to Skalla. To tke rigkt are more tunnels to explore. 

* 4 * if you used magic to fill in tke ckasm, tke Executioner crosses tke rock fall, 
if you leave ker alone, you may ke akle to peer tkrougk a narrow slit in tke 
cave wall and see tke Executioner kattle witk a new and deadlier foe. 


* 4 * A new and deadlier monster, a Hive Warrior^ is lurking in tke caverns out- 
side of Skalla’s kiding place. 


Tke remains of Skalla’s ckild, killed ky tke Hive Warrior, can ke found out- 



When you get close, you 11 hear bhalla crying. 

* 4 * Wken tke Hive Warrior is dead, you can read 

* 4 * After speaking witk you, ske will find ker owi 
you free to continue your explorations. 
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The Lava Pool ahd Beyohd 

•I* Watck yotir step on tke patk keyond tke filled-in ckasm! A missed step can 
drop you off a cliff into molten lava! 

r|* If you take tke rigkt-kand patk, you can leap from rock to rock and get 
across tke lava lake. 

*4? You can sometimes survive a skort jog tkrougk tke lava as you move from 
rock to rock, kut you’ll need to keal yourself afterwards. 

• 4 * Watck tkat last step! You can die in tke lava kefore you manage to jump up 
tkat final rise. 

Hi? Try running, witk a jump at tke end, to make it all tke way across. 

Other HiysterIes to Explore 

* 4 ? In one ckamker, you’ll find a kuge sword ketween two statues. Be sure you 
save. Tkis one’s not as easy as it looks. 

• 4 ? Tke sword is tke Reaver of tke Great Ore. You can click on it to add it to 
your Inventory. 

* 4 ? Tke sword is so kig you’ll kave troukle using it unless you use a Ckampion 
Stone. 

* 4 ? Back out of tke ckamker witk your tropky quickly! Wken you take tke giant 
sword, tke ceiling kegins to collapse. 

Anotker side cavern nortk of tke ckamker witk tke statues kolds a large 
quantity of cimker. 

? 4 ? Two passageways soutk of tke ckamker wkere you find Skalla converge on a 
ckarrier ending in a seemingly kottomless pit. You can’t solve tkis puzzle 
until you’ve keen to tke monastery. 
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The HuLinE Village 

After rescuing Skalla, you can enter tke Huline 
Village. Retrace your steps out of tke caves, tkrougk 
tke Tkom Maze (you’ll need to kack your way 
tkrougk parts tkat kave kecome overgrown again) am 
tkrougk tke forest to tke village gates. 


*4? Tke guard told you some friends of yoturs are 


lO couJ 


•4* Your friends Me in tke cantina. You’ll kave to wander around a kit to find it, 

* 4 * Inside tke cantina you’ll meet Baccata, a four-armed minion of tke law 
wko’s kere to take you kack to Gladstone. Listen to tke conversation as 
Lutker gets a few kours’ grace from Baccata. 

* 4 * You must talk to Baccata kefore you can talk to Dawn in tke Monastery. 


The ThIeves" Deii 

• 4 * You may encounter otker ckaracters in tke village to talk to. 

* 4 * You may meet a skady-looking ckaracter in a kack alley, wko gives you e 
password. 

* 4 * ’Tke password lets you in tkrougk a secret door in a cellar in tke vi llage, 
wkere you meet Muari. 

* 4 * You can take a Skull key tkat's kanging on a wall in Mauri’s office. 

* 4 * ’Tke Skull Key opens some of tke locked doors in tke village. You can fi 
some interesting tkings kekind tkose doors. 


Other Advehtures in the Village 

* 4 * You may meet Raskar in tke vi llage. 

* 4 * Raskar di 


trains you of magical energy, kut ke offers some items 
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if you possess tke Power Ort, you can give it to Raskat He repairs Tkokan’s 
Broken Sword in exckange, if you took it from tke Draracle’s Museum. 

*4* You can meet tke village ckief, Anyar, and kis rigkt-kand man, Kelsrick. 

* 4 * If you kill Kelsrick and return to tke Tkieves’ Guild, Muari gives you tke 
Sword Firestorm. 

If you kill anyone in tke village, guards fire at you and tke gates are locked. 
You tken kave to kill Kelsrick and use tke secret tunnel in tke Tkieves' Den, 
or kill Kelsrick and activate tke switck kekind kim to open tke village gates. 

*4* To use tke secret tunnel from tke Tkieves’ Den, you must eitker kill 
Kelsrick or give Muari sometking valuakle. 


The AnciEHT HulIhe Ruins 

You’ve seen tke entrance to tke ancient Huline Ruins already, during your explo- 
ration of tke caves. 'Tke apparently kottomless pit keyond tke foiu: cryptic sym- 
kols on a cave wall is tke way to reack tke ruins. But you’re going to need some 
kelp to reack tkem. 


GETTinc In 

* 4 * Don’t waste your time witk tke four symkols on tke cave wall. Tkey are not 
tke Runes you’re looking for, altkougk rememkering tkeir sequence migkt 
ke useful later. 

* 4 * if you kaven’t keen tkere yet, try tke Monastery. Someone tkere mi gktke 
akle to kelp. 

* 4 * Talk to Brotker Julian. He kas an artifact tkat will kelp. 

* 4 * Brotker Julian gives you a magic flute. 

* 4 * Go to tke edge of tke pit and use tke flute. Its kaimtingly familiar melody 
summons an elevator. 

• 4 * To make your trip wortkwkile, ke very sure you kave at least one piece of 
wax, taken eitker from a keekive in tke jungle, or from a vase inside tke 
village! 
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You need tke wax to make impressions of some Runes inside tke ruins. 

Two pieces of wax are tetter. You can give copies of tke Runes you seek to 
two people, Brotker Julian, and Dawn. 


Into THE Depths 

* 4 ? Tke Huline Ruins are a series of underground tunnels arranged in layers. 
Wkile tkere is one tking you must do kere — oktain a wax impression of 
some Runes — tkere are interesting experiences and valuakle loot waiting 
for you on eack of tke different levels. 

*4* Tke elevator possesses a column witk eigkt stacked cukes. You are already 
on tke uppermost level. Touck tke second from tke top to descend one 
level. A ramp extends and give you access to tkose tunnels. 

* 4 ? Continue tke process all tke way down. Some levels open up on otker, lower 
levels. Usually, you return to tke elevator and continue your explorations 
tkere. 

The Secohd Level 

* 4 * You are confronted ky a puzzle involving tkree cat carvings. 

* 4 * Try clicking on tke cat carvings to open a secret door. 

* 4 * Tke door opens to reveal a kealing fountain. 


The ThIrd Level 

* 4 * After some exploring, you encounter an Executioner. 

^ if you kill tke Executioner, you may find a Net of Exile and two Ligktning 
Crystals. 

The Fourth Level 

* 4 * Ckeck tke floor of tke first room you enter. 

* 4 * Tkere is a Speaking Stone kidden on tke floor. 

* 4 * A small lava tunnel gives access to anotker room, accessikle in tke 1 
form. 
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Tfc* if you ckange into a Least, you must wait until you ckange Lack to leave tke 
room ky tke second tunnel. . .wkick takes you to Level 6. 

The fifth Level 

On tke Fiftk Level are tkree cat carvings on cukes in tke entrance ckamker. 

Clicking on tke carvings rotates tkem. 

Can you align tkem properly to open a secret door? 

•i? Wken all tkree cats are facing you, tke door opens. 

Down tke tunnel keyond tke secret door, look for a rock fall and a 
severed arm. 

* 1 ? Click on tke arm and tken tke ring to acquire a Ring of Regeneration. 

•4* A Hive Warrior is in a ckamker keyond. 

*4* You can click on a koulder on tke ceiling to make it fall on tke Hive 
Warrior kefore it awakens. 

The sixth Level 

* 4 * On tke sixtk level, tkree stone squares are mounted on a wall around a cat 
carving. 

• 4 * Tkese are kuttons. Touck tke kuttons in a certain order to raise a ramp tkat 
gives you access to anotker ckamker. 

* 4 * At tke top of tke ramp, tkree large klocks witk cat carvings and strange 
symkols are scattered akout tke room. In one wall are tkree cukicles witk 
carvings tkat correspond to tke symkols on tke cat cukes. 

* 4 * Click and drag on eack klock to skove it into its respective receptacle. Tkis 
opens two secret panels on opposite sides of tke room. 

Inside one room is tke Deatkstroke Skield. Witkin tke otker is tke 
Longkow Skift. 

* 4 * Move quickly! A plasma kolt from tke guardian statues is fired at you wken 
you pick up eack item. 
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The Sevehth Level 

*1? Wlien you enter a room on tkis level, the door seals hehind you and two 
large stone houlders begin ro lling randomly across the concave floor. 

if a houlder hits you, you will get injured. 

The floor is also descending. When it reaches the bottom, another door 
opens, enabling you to ascend a staircase and escape onto. . . 


The eighth Level 

Chech the wall to the right of the stairway going up. 

* 4 * You may find a secret panel with some Ancient Magic Stones. 

^ Take care while moving toward a well-Ut exit! The cavern can cave in on 


* 4 * To the ri ght of the hallway leading toward the well-lit exit, look for a pool 
of oil. If you try to move through that hallway, a spark ignites the oil, and if 
you stand too close, you might die. 

Ht* Instead, look for the outline of a flute in the wall to the right of the oil trap 
corridor. 

* 4 * place the magic flute in the silhouette. A panel closes over the floor. 

* 4 * Beyond the oil trap corridor, a narrow hallway blocked by spinning, rusty 
blades leads to the right. The blades shatter shortly after you see them, 
opening the way. 

* 4 * if you prefer, look for a secret door to the left of the broken blades’ 
passageway. 

* 4 * when you enter a room beyond the broken blade hallway, a houlder rolls 
out of one wall. Run the other way! 

• 4 * The houlder smashes through a hole in the floor. 

* 4 * Use a Spark Spell to ignite the brazier in the wall. You’ll need the light. 

* 4 * Click on the ladder going down. This takes you into a secret room hen^ ^^ 

Click on the orb to get an Ancient Magic Stone. 
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•i* Click on some engravings to tke left of tke ort to move closer. Tkey 

actually look more like kieroglypliics tkan Runes — a triangiJar skape witk 
wkat migkt ke an eye inside — kut tkese are, indeed, tke Runes you ve come 
to find. Use tke wax on tkem to take an impression. Get two, wkile you’re 
at it. 

An Ancient God Speaks 

So, do you cooperate with Dawn and her four-armed companion? 

Or compete with them? The Choice is yours. But as I look into 
your future, I can tell you that you 're going to he very glad to have 
the help of these two later on! 

*4* You can now return to tke upper level, tken exit tke Hive Caves. Dawn 
migkt meet you outside, and you can — if you wisk — give ker one of tke 
impressions. Ske’ll suggest tkat you meet ker at. . . 

The HuLtnE ItionASTERY 

Tkere are several people in tke Monastery you 
need to see. You need to make at least two visits 
kere. 

*4* On your first visit — assuming you’ve 
talked to Baccata in tke Cantina in tke 
Huline Village — talk to Dawn in tke 
likrary. Ske will suggest tkat you talk to 
Brotker JvJian. 

*4^ Brotker JvJian suggests you make copies of some ancient runes somewkere 
in tke caves, wkick migkt kold a clue akout your condition. 

* 4 * He gives you a magic flute to kelp you reack tke Runes. 

* 4 * You need to use wax — eitker taken from keekives in tke forest or found 

inside a vase in tke village — to make an impression of tke Runes, wkick are 
found in tke Huline Ruins. 

* 4 * Wken you return to tke Monastery after getting tke Runes, you can meet 
Brotker Julian and Dawn again. 
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*4* As you enter tke Monastery, Brotker Jul ian is kekinJ tke door directly 
akead. Dawn is tkrougk tke open arckway to tke left. Tke door to tke 
extreme left opens into a room filled witk koxes. Tke first time you enter, 
you migkt meet tke explorer; Rixx. 

*4* Brotker Julian translates tke Runes if you give kim one of tke wax impres- 
sions. In exckange, ke gives you a Power Ork. 

*4* Tke Power Ork can ke given either to Kityara in exckange for tke Sword 
Firestorm or to Raskar in tke village in exckange for tke repair of Tkokan’s 
Broken Sword, if you kave it. You can learn more akout tke Power Ork ky 
clicking it on Brotker Julian. 

* 4 * if you kave given an impression of tke Runes to Dawn, ske gives you a 
translation of tkem. Ske also gives you a Dampen Ckarm, wkick kelps 
prevent you from morpking at inopportune moments. 


The Dark Halls 

Tke final level witkin tke First Spkere is reacked 
from inside tke Monastery. Tke Dark Halls are long, 
kricked-up passageways inside tke walls of tke 
Monastery itself. As witk tke Draracle’s Museum, it is 
not aksolutely necessary to enter kere, kut you will 
find some useful magical items and artifacts, if yon 
survive and can find your way out. 


Into THE Halls 

» 4 * Tke way into tke Dark Halls lies witkin tke Monastery. 

* 4 * Have you found a room other tkan tke rooms wkere you met Julian or 
Dawn? 

* 4 * Try tke room kekind tke door on tke left as you come into tke Monastery’s 
entrance. Straigkt akead is anotker door leading to a storeroom. * 

*4* Tke door to tke ri gkt inside tke storeroom leads to tke Monastej^<;gl^deB< 
Notking out tkere. / 

' bf 
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Wliat atout tkat set of skelvee to tke left? 

*1? Try a good-sized magical kolt aimed at tke skelves. 

Your sparks spell skould open a kole in tke skelving, kut it’s too kigk to 
reack. 

Wkat akout all of tkose koxes? 

Move and stack tke koxes to reack tke kole. 


Through the Halls..* 

•4? Expl ore tke seemingly endless series of kallways, as invisikle specters gikker, 
tatmt, and call to you. 

*4* Keep moving. Periodically, walls close kekind you. Tkere' s no going kack! 

* 4 * Some metal slides set in tke walls can ke moved, offering you peepkole 
views tkrougk to otker rooms. ’Tke first storeroom witk many kookskelves 
kas a prism scroll. 

* 4 * Some crates can ke opened, revealing crystalline-like masses inside. Tkose 
crates contain explosives. 

* 4 * Tkey can ke detonated ky kitting tkem witk a spark spell. Tke explosions 
may injure tke specters following you. (Tke klast can also kurt you, if you’re 
too close.) 

* 4 * One peepkole gives a view of rows of candles. A Spark Spell will ignite 
tke candles and create a skaft of ligkt in tke kail. ’Tke ligkt destroys gkosts 
following you wko enter it. 

The ARBORETum 

* 4 * A kookskelf past tke tkird fligkt of stairs opens a secret door to tke 
Arkoretum. 

• 4 * Click on a ckain inside tke Arkoretum to open tke cei ling and cause tke 
trees to grow. You can collect pieces of Vel’s Fruit. 

* 4 * A second click on tke ckain closes tke cei ling. 

* 4 * A tk ir d ckck on tke ckain causes tke ckain to kreak. Tke ceiling won’t open 
again. 
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RiXX 

* 4 * You may encounter Rixx again within these Halls. 

*4* Rixx has heen possessed. He attacks you with his Plasma Staff. 

• 4 * Use the blind spell on Rixx. He recovers long enough to ash you for 
your help. 

* 4 * Continue to use the blind spell on Rixx. He recovers and leaves. 

* 4 * if you kill Rixx, you can retrieve his Plasma Staff. 


The Hole in the Wall 

* 4 * A room past the encotmter wi th Rixx has a small crack in the far wall. 

* 4 * if you lit the candles earlier, the crack is very ecisy to see. 

* 4 * Does that look like a weak spot? 

* 4 * Attack the crack to open a hole into another room. 

• 4 * There are useful artifacts in the secret room, including a crossbow and a 
shield. 

* 4 * At this point, the Shades are drawing close. When you enter one bedroom, 
a ghost will say “Behind you!* and attack. 

* 4 * The Sword Prism is a good weapon against the specters, as are your spark 
spells. 


The iRon Door 

* 4 * Just past a huge, circular room to the west with a glowing blue orb, the 
hallway ends in an iron door. 

* 4 * How to get through the door? There’s no hey. 

* 4 * Try shoving a crate of explosives next to the door and sparking it. 

* 4 * Inside are a number of useful items. 

* 4 * Be sure to check the bookcases. One hides a magical amulet. N - . 
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GETTinC OUT 

•jr Return to the circular room to the west. BricheJ-up windows encircle the 
entire room. 

*<? By diis time, the Shades are getting restless, and you may he under attach. 
Keep moving! Don’t let them overwhe Im you! 

Do your earlier experiences suggest a means of getting through the hriched- 
up windows? 

• 4 * Use an explosive crate. You need to drag it next to the wall and spark it to 
cause an explosion. 

* 4 ? You have two choices. Drag enough explosives into the room to destroy 
seven windows. This breaks open a way out and destroys the Spectral Orh, 
which increases your experience. 

•4* You can also drag one hox of explosives next to the sixth window going 

around from the room’s entrance toward the left. This opens a window and 
lets you escape hack into the Huline Jungle. 


ComPLETinG the Sphere 

If you have received Daniel’s knife from Kityara (or if you killed her and took it 
from her body) you are ready to cross the River Bane to the Wild Ones’ 
Settlement. 


Go to the bridge. You encounter Baccata asleep beneath a 
tree, if you attack him, you must then cross the bridge and 
kill several Gladstone Gmards on the other side of the river, 
if, instead, you click on Baccata to wake him, he escorts you 
across the river. 

At that point, the bridge is destroyed by Hive Warriors. 
Baccata leaves with the guards, and you are left alone. . . 

. . . with a parting remark from the persistent Sir Kenneth, you’re ready to enter 
the Second Sphere. 
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Thw h a Demigod Chapter. It contains hints and tips, ranging ft 
to fairly detailed. Reading the more specific clues ht this chapter 
au>ay a lot of game secrets and surprises. In addition, reading t 
chapter will give you a good idea of where you must go and what 
do to complete the game. Do NOT read this chapter all the tvay 
you want to preserve some of the mystery an d suspense of tht 


cover up tl 
minimum 


1 kave a pretty good idea of wkat to do ant 
as detailed wltk our clues or as specific wi1 
le some unpleasant surprises kere, so watck out! 


the game, you si 
so we won’t ke c 


THE SECOHD SPHERE 


After completing certain tasks in and near tke Huline Jimgle and village, you 
will eitker accompany Baccata across tke kridge over tke River Bane, or attack 
kim and figkt your way past tke guards waiting for you on tke otker side. By tkis 
time, Lutker skould kave acquired a considerakle store of weapons, implements, 
and magical items. More importantly, ke will kave koned kis figkting and magic 
casting skills and ke a muck more powerful ckaracter tkan ke was at tke kegin- 
ning of tke story. 

He still can’t control kis skape-ckanging, altkougk Dawn skould already kave 
given kim tke Dampen Ckarm tkat is tke first step in tkis direction. One tking 
is clear. ’Tke answer to kis proklem lies not witk tke Huline Villagers, kut witk 
tkeir Wild One cousins across tke river. 

And from tkere, Lutker’s quest is going to take kim to some very strange places 
indeed, and ke will learn tkat ke is part of a muck vaster and darker proklem 
tkan tke kurden of kis own curae. 



The Savage funcLE 

Tliis is wbere Lutber finds bimself once be crosses 
tbe Bane River. It is an enormous area of intercon- 
nected paths, and it is lonelier and more dangerous 
tban tbe Huline Jungle be visited earlier. 


EnTERtnG THE Secohd Sphere 

*4* After Baccata and tbe guards abandon you bere on tbe east bank of tbi 
River Bane, you won’t bave mucb choice about which way to go. You ca 


* 4 * Go around tbe tbom barrier and down tbe sloping path. Beyond tbe cave 
you’ll encounter three Wild Ones. 

* 4 * One of tbe Wild Ones is Daniel. 

* 4 * If you bave it, click on tbe cmrved knife Kityara gave you. 

* 4 * After a few moments of conversation, something spooks tbe Wild Ones and 
they scatter. 

* 4 * You must go south to find tbe Huline Temple. 

* 4 » Don’t forget to pick up tbe knife that Daniel dropped! 


FtnoinG the Teiuple 

* 4 * You must search toward tbe south of tbe Savage Jungle to find tbe Te 
B e sure to explore any pockets or apparent dead ends. 

* 4 * ’The Huline Temple is at tbe end of a long, tapering pathway on tbe e 
side of tbe Savage Jungle. Move far enou gb d own tbe path that you ti 
tbe Temple movie. 

* 4 * Listen to tbe Caretaker. . . and then watch as tbe first incarnation of 
appears. Not a very pleasant fellow, is be? 



i 


ExPLORtnc THE Savage JuncLE 

*1? After finding tke Temple, explore tke rest of tke Savage Jungle, noting tke 
locations of various points of interest. 

•it* Watck out for tke pit traps of tke Wild Ones! 

*i? If you fall into a trap, use a melee weapon on tke rope to lower tke cage. 

You’ll see a numker of odd-looking insects tkrougkout tke forest. Tkey 
seem to ke taking a ratker unnerving interest in your activities. Tke insects 
are called Lampligkts. 

•I* Normally tke insects aren’t aggressive, kut sometimes — especially if you get 
close to tkeir nesting area — tkey will attack you. 

* 4 * Lampligkts are poisonous, if you anger tkem, tkey spit a kail of poisonous 
green vapor tkat can travel quite a long distance. 

•4? You can ke seriously poisoned ky tkese creatures, especially if you kappen to 
ke in lizard form. 

• 4 * if you kill a Lampligkt, click on tke kody to tear out its poison sac. 


An Ancient God Speaks 

Don’t forget tkat Vel’s Fruit, those red apple-like things found 
lying here and there on the ground, can cure poison. Use it if you 
take a hit from an angry Lamplight, and he sure to stock up your 
Inventory supplies. You ’ll need them later, when you face the Ssar. 

In the southeastern portion of the Savage Jungle you ’ll find holes 
and crevices in a rock wall that lead to the Lamplight lair. You can 
wiggle into these holes and explore them, although you 11 take some 
hits from their kites and poison. Use a Level 3 heal spell, poison 
shield to resist the effects of the acid. Somewhere in there is the 
Lamplight Queen and her eggs. Those could he useful hy them- 
selves to give you vision in dim light, or they can he mixed with the 
poison sacs to make Poison Plant. 
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Stuff ahd Places to Ftno 

*4* Be on the lookout for useful items to pick up. You’ll see lots of Vel’s Fruit 
and Lamplight Eggs. You can get Venom Sacs if you kill Lamplights. Near 
the River Bane you may he ahle to pick up a Brook Flounder. 


**• 

• 4 * 


Keep an eye out for signs of inhabitants. 

skull-pole torches and feathered totems are signs of nearhy habitation. 

You’ll find the entry to the Dracoid Cemetery, the entry to the Wild One 
Settlement, and a large hole in the ground that leads to the Dracoid Ruins. 

You’ll find the Dracoid Cemetery in the northeastern comer of the jungle. 

You’ll find the Wild One Settlement by approaching an enormous tree in a 
clearing north of the jungle. 

You’ll find the pit leading to the Dracoid Ruins just to the north of the cen- 
ter of the jungle. 

You won’t find the Wild One Settlement until you’ve been to the Huline 
Temple in the south and talked to the Caretaker there. 


The WiLD Ohe SETTLEHiEnT 

After talking to the Caretaker, you will find the Wild 
One Settlement in a large clearing north of the 
Savage Jvmgle. 
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EnTERtnC THE SETTLElHEnT 

* 4 * when you find the entrance to the Wild One Settlement, try to gain 
entrance. 

• 4 * Don’t let the guard who shoots at you make you loose your cool. Lis' 
what he has to say. 

* 4 * Show Daniel’s knife to the Wild One guard outside. He will let you ini’jf 
you don’t have the knife, you must fight your way in. 
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insiDE THE SETTLElHEnT 

*4* Tkere are several different places you can go. 

• 4 * Talk to die Skaman. He knows wkat you need to do. 

* 4 * You need to talk to Daniel again. 

• 4 * After entering tke village, you find yourself kigk up in tke treetops. To tke 
left is Daniel’s kut. He is friendly enougk — for a Wild One — tke first time 
you see kim. He is less pleased to see you a second time. 

• 4 * To tke rigkt is tke kut of a kerkologist. Ske tells you tkat you must find 
Malik. 

• 4 * Tke kut of Malik, tke Skaman, is in tke center. 

* 4 * Malik tells you akout Silverleaf. if you want tke Wild Ones to kelp, ke says 
you need to join tke trike. To do so, you need to find Silverleaf in tke 
Dracoid Cemetery. 

• 4 * If you kaven’t attacked any of tke Wild Ones so far, Malik gives you tke key 
to tke Dracoid Cemetery, (if you kave attacked any of tkem, you will kave 
to kill Malik to get tke key from kim.) 

* 4 * After talking witk tke Skaman, you’re going to need to go to tke Dracoid 
Ruins and to tke Cemetery. 

* 4 » If you’re at war witk tke Wild Ones, searck tkeir corpses for keys and clues. 

After YouVe Founo the SIlverleaf 

* 4 * Bring some Silverleaf kack from tke Dracoid Cemetery and give it to 
Malik. 

• 4 * You kave to take part in a savage rite to kecome a Tuani Warrior, a memker 
of tke Wild One trike. 

* 4 * In order to kecome a Tuani, you need to figkt Daniel. 

* 4 * If you killed Kityara kack in tke Huline Jimgle, Daniel skows you no mercy 
in tke figkt, and you kave to kill kim. 

• 4 * if you didn’t kill Kityara, Daniel skows you mercy — i fke wins tke figkt, ke 
Joesnt kill you. 

• 4 * Figkt Daniel witk any weapon you ckoose. If you win, Lutker announces 
tkat tkis will not ke a figkt to tke deatk, and allows Daniel to live. 
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*4* After completing tke initiation, return to tke Skaman. You are given 
Amarantk Serum. 

*1? You must mix tke Silverleaf witk tke Amarantk Serum to make Larkkon 
Vapors. Tke Larkkon Vapors can ke used to get past tke Larkkon, wkick 
guards tke patk to tke Claw Mountains. 


Len soiurce oi 


The DracoId Ruins 

Tkis is a vast, underground network of ruins you 
must enter in order to find an artifact tkat will kel{ 
you speak witk tke dead in tke Dracoid Cemetery. 
Here you will face some of yoiu: greatest ckallenges 


EnTERinc the Ruins 

*!:• A log extends out over tke pit in tke Savage Jungle. Can you find your way 


lown 


way now 


1 ry to leap 
game again. 


mossy 


Into THE Ruins 

*4* You must kead nortk, past some nasties wko are firing plasma kolts at 
Don’t stop to play. 


Your opponents are mostly reptilian folks, kut tkey’re keing kelpei ky some 
strange, squid-like creatures on tree-like pedestals. 

•4* Tke reptilian keings are Ssar. Tke squid-like fellows are called Stone 
Squids. 

• 4 * A side cavern to tke east kas some interesting tilings to see, including a 
Stone Cuke. 

* 4 * You can recover in kere if you took damage in tke main timnel. 

* 4 * Try r unning nortk past tke guards, tken kead tkrougk a wide tunnel kead- 
ing off toward tke nortkwest. 

* 4 * You’re searcking for tke Pedestal of a Dragon Ork. 

t 4* Cast a spark spell against tke Pedestal to activate a magic kridge. 

* 4 * Cast a spark on tke next Dracoid Ork to open tke karred doors. 

* 4 * In tke ckamker keyond tke karred doors, click on tke iron gates to tke 
Dracoid Mage’s Tower to enter. 

* 4 * Beyond tke kridge, tkere’s a nicke tkat leads to a teleporter. ’Tken take tke 
patk to tke Emperor’s Palace. 

The EmPEROR's Palace 

* 4 * You won’t need to climk out of tke Dracoid Ruins tke way you came in. 

* 4 * Tkere’s a transportation device down kere tkat makes tkings a lot easier. 

* 4 * Find a teleport ckamker tkat transports you to anotker part of tke Ruins, to 
tke Dracoid Cemetery, or to tke Savage Jungle. 

• 4 * Tke teleport ckamker is in tke patkway leading west from tke kig cavern 
wkere you entered tke Ruins. Look for a small room to tke soutk of tke 
passage. 

* 4 * Entering tke picture on tke wall transports you to tke Emperor’s Palace. 

• 4 * Use tke teleport ckamker inside tke Emperor’s Palace to return to tke 
Dracoid Cemetery witk tke Bracers of tke Undead. In tke Cemetery, you 
must acquire various items and return to tke Dracoid Ruins. 

* 4 ? Tke Teleport Ckamker is in a small room in tke nortkwest comer of tke 
Palace. 


WiTHin THE Tower 

Hk’ Inside tke tower, you must find a way past tkat force field. 

* 4 * Anytking unusual kere, like a control? 

*4? Tkose egg-skaped Dragon Orks can ke sparked. Wkat kappens? 

* 4 * Tke Drag on Ork around tke kack opens some kidden stairs. 

* 4 * Tke Drag on Ork in tke room to tke left lowers tke force field. 

* 4 * Wken tke force field goes down, an unpleasant green fellow skows up. 

• 4 * Tke green fellow is a Ssar, and ke is not friendly! 

* 4 * Try using Level 3 kea ling on yourself kefore you get close to protect yoiu:- 
self from tke Ssar’s poison. 

* 4 * Go up tke tower. On eack level, you kave to spark anotker ork to lower 
anotker force field. 

* 4 * Bekind eack force field is anotker Ssar. 

* 4 * On tke second level is sometking you’ll need. 

* 4 * On tke tkird level is anotker unpleasant reptilian fellow, a Ssar Priest. 

* 4 * Talk to tke Ssar Priest. Afterward, you’ll kave to figkt kim. . . and win. 

• 4 * Killing tke Ssar Priest gives you access to tke Bracers of tke Undead. You 
need tkose kracers to speak witk tke undead in tke Dracoid Cemetery. 

* 4 * Try putting on tke Bracers in tke presence of tke dead Ssar Priest. Simply 
put tkem in your inventory. 

* 4 * Tke Bracers give you tke power to talk to tke dead. 

*4t* You need to come kack kere later, kringing sometking witk you from tke 
Dracoid Cemetery. 

* 4 * You need to find an Empty Glass Ork in tke Cemetery. 

* 4 * You also need to find an empty Um. 

* 4 * Bring tke Ork kere. Place it on tke Wkite Reckarging Dragon’s-Clatr 
to transform it into a Wkite Ork. 
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•i* Sparking tke second Dragon Ork Pedestal on tke first level lowers stairs 
into a Lasement level. 

rir Tkere are Gauntlets of Migkt down tkere. 

FinDinc the PrIest's Body 

*4* After entering tke Priest’s Tomk in tke Dracoid Cemetery, you need to do 
sometking in tke Ruins. 

You need to find tke kody of tke Priest and kring kack kis askes in an Urn. 
’4* Try exploring toward tke east of tke Ruins. 

*4* Look toward tke nortkeastem portion of tke ruins, opposite tke tunnel 
leading to tke Mage’s Tower. 

• 4 * Watck your step! ’Tkere’s a skeer drop over tkere. 

* 4 * You need to pick yom: way carefully ketween a wall on your rigkt and tke 
drop on yom: left, sc[ueezing past a pedestal or column of some sort. 

* 4 * Once past tke ckasm, you need to find a kuilding to tke soutk. 

* 4 * Find tke second kuilding on yom rigkt. Go in and tkrougk. Can you find a 
kole in tke wall? 

* 4 * You need to kotk crouck and jump to get tkrougk tkat kole. A keast won t 
ke akle to make it. 

* 4 * Once tkrougk tke kole, you need to explore more or less to tke nortk. 
Careful! ’Tkere are lots of Ssar kere! 

• 4 * ’Tke patk keads nortk, cuts skarply west, and eventually krings you to tke 
vicinity of two very large, decayed kuildings. 


i 

I 

I 

I 

I 


»4r 

* 4 » 

* 4 * 



Go inside tke kuilding to tke west. It looks a kit like a kotel, witk stairs 
going up on tke first floor. 

Go to tke second floor. Touck or kump into tke railing. Careful! It’s loose! 

Knock tke rai ling over on tke east side of tke kalcony. You can edge out 
onto tke falling railing and walk on it. 

Follow tke fallen railing nortk. You skould ke akle to see a narrow patk. 
Follow it. 
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TT 1 here is a torking m the way, with a bridge ahead, and a bridge leading 
across tke river to your left. Wkick way? 

•4* It’s easy to cross the river. Getting to the bridge ahead requires scramhling 
up on top of that rock to your right. 

The easy path is not always the correct one. 

*4* if you cross the riveiv you find a small shrine with a healing pool. 
Unfortunately, the bridge has collapsed behind you. 

*4* Take the path 1 eading straight ahead. Keep going imtil you find a cavern 
leading off to your right, into the face of the cliff. 


in THE Cave by the Lake 

•4* You’ve got to do something with the body. 

* 4 * How about over there on that altar? 

* 4 * You’ve seen Dragon Orbs like those before. 

* 4 * How can you activate them? 

• 4 * Drag the priest’s body onto the altar between the Dragon Orbs. 

* 4 * Use a spark spell on the Dragon Orbs to cremate the priest’s body. 
* 4 * Click the Um from the Cemetery on the ashes. 


DuRinc Your FinAL VtsiT to the Ruins 

* 4 * You must acquire the Dracoid Emperor’s Remains in the Cemetery and 


1 ry the Becond or 1 
tke Dracoid Hotel, 


soul 


in couJ 


*4* Find tke Statue of Belial. 

*4* place tke Emperor’s Remains on tke altar in front of tke Statue of Belial. 

•4^ Tkis animates tke Statue of Belial. Follow it as it seeks out tke Giant 
Worm and kattles it. 

* 4 * After tke kattle, you kave to move quickly to keep from drowning. 

SuRVivtnc THE Flood 

* 4 * Save your game immediately after tke movie. You’ll need to try tkis several 
times to make it tkrougk! 

* 4 * You kave to move very quickly and know exactly wkat you need to do and 
wkere you need to go. 

* 4 * Run forward and a little to tke rigkt, along tke patk marked ky rising walls 
of water. Keep an eye out on your rigkt for a side ckannel and a ligkted 
room. 

* 4 * Head for tke room. Run inside and straigkt up tke ramp. Do you see any- 
tking tkat migkt kelp you? 

* 4 * On your left as you enter tke room is a takle. Turn on tke ramp, move 
toward tke takle, and jump. 

* 4 * You’re floating on tke takle now, kut you’re not safe yet. Look around. In 
one direction, you’ll see an opening in tke wall, kigk up on tke side of tke 
cliff. 

* 4 * Move to tke next floating takle wken you can. Wait too long and you’ll ke 
killed as tke water carries you up and traps you keneatk a portion of tke 
ceiling. 

* 4 * Do you see a possikle way out? 

* 4 * Try tke opening in tke wall. Jump! 

* 4 * No, you’re still not safe! Tke water in tke ckamker outside is rising quickly. 
Wait too long and you’ll drown! 

* 4 * Follow tke tunnel and skirt tke pit you come to. On tke far side is anotker 
tunnel entrance. 
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*lt* Tliere are two patks. Tke one on tke left is a dead end — literally. Don’t 
waste precious time exploring it! 

*k* Take tke rigkt patk. It goes up and around to tke rigkt, re-emerging at tke 
pit, kut kigker up. 

Tke water’s still rising. You’re not out of tkis yeti Do you see anytking you 
can use? Anytking tkat migkt float? 

Pusk tke wooden platform into tke water. Go to tke edge of tke tunnel 
moutk and look down. As tke floating platform rises, step onto it. 

if you can carry out all of tke akove steps quickly enougk, witkout missing a 
leap and witkout getting turned around, tke rising water carries you to tke 
surface. 

After a well-deserved nap, you wake to find Dawn watcking you, on tke 
kanks of tke Bane River. Talk to Dawn. Ske asks you for sometking. 

*4* Do you want to work witk ker? Or do you not quite trust ker? 

•if You can give ker tke Bracers of tke Dead. Ske gives you a Control Ckarm 
in return, if you give ker tke Bracers, you won’t ke akle to understand tke 
Emperor wken you go kack to tke Cemetery to see kim. 

•if You don’t really need to understand tke Emperor’s final statement to get tke 
Silverleaf. You can give Dawn tke Bracers or not, as you ckoose. 



The DracoId CeUietery 

Tke Dracoid Cemetery lies in tke nortkern reackes of 
tke Savage Jungle, east of tke entrance to tke Wild 
One’s Settlement. 


"F 
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EnTERinG the CEmETERY 

*4* As you approacli, the outer and inner gates open, admitting you to a 
courtyard. 

You can’t proceed farther without a hey — a Dracoid Sigil — which you must 
get from Malih, the Wild One Shaman, or from his corpse, depending on 
the circumstances. 

*4* place the Sigil in the loch on the gate. ’The gates open. 

EXPLORtnG THE CeUiETERY 

* 4 ? You’ll find a munher of large mausolemns and similar structures. 

• 4 * You’ll see a numher of Dracoid Undead shamhling about. 

• 4 * Normally they won’t bother you if you don’t bother them. 

* 4 * Note the tomb entrances with gargoyles. 

* 4 * Some mausoleums are already open. 

• 4 * One of the open mausoleums, just to the right of the cemetery entrance, 
provides access to the Catacombs. 


EXPLORinG THE Catacohibs 

* 4 * Beneath the Dracoid Cemetery is a tangled maze of passageways. 

* 4 * Watch out for the Phantom Dracoids. ’They don’t lihe you desecrating their 
graves. 

* 4 * Looh for a Yellow Dragon’s Claw Altar. 

• 4 * In front of the Altar is an empty Glass Orb. 

* 4 * Clich the empty orb on the altar. This charges it with yellow magic. Clich 
again to retrieve the glass orb. 


Fino AnoTHER Way in 

• 4 * You’ve seen another Dragon’s Claw Altar if you’ve explored the Dracoid 
Ruins and the Mage’s Tower. 

* 4 * You need a White Orb to continue your explorations of the Catacombs. 
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*t* You can get a Wkite Ort in tke Mage’s Tower in tke DracoiJ Ruins. 

As long as you’re getting one, you migkt as well get two! 

*1? Find a mausoleiun on tke nortkwestem side of tke Cemetery witk a 
gargoyle out front. 

* 4 * Click on tke gargoyle. Wkite flames skould appear at tke pedestal’s kase. 

From tke Mage’s Tower in tke Ruins, c lick tke Wkite Ork on tke gargoyle. 
*4* Tke tomk opens. Find a switck inside. 

* 4 * Tke switck is on tke wall to tke ri gkt of tke doorway as you look soutk. Pull 
tke switck. 

* 4 * Find tkat mausoleum now, directly to tke soutk of tke one you just opened. 

* 4 * Inside is a karrel. Go inside and click on tke karrel to knock it over. 

* 4 * Bump and pusk tke karrel. It rolls into tke first mausoleum and smaskes, 
releasing a puddle of oil. 


* 4 * Use your Spark Spell or Dragon s Blood on tke oil to cause an explosion. 

* 4 * You must ke close enougk to kit tke oi 1, kut if you get too close you’ll die! 

• 4 * Tke explosion opens anotker entrance to tke Catacomks. 

• 4 * Inside tke Catacomks again, find a Blue Dragon’s Claw Altar. 

* 4 * Click at least two empty Glass Orks on tke dragon claw to reckarge it witk 
Blue Magic. 


• 4 * 


Find your way down anotker level into tke Catacomks, and make your way 
out tkrougk tke open mausoleum. 



ien karricade to read 


lou need to jump over a wooi 
can’t do it in keast form. 


TALKinC TO THE UnOEAD 

Find tke gargoyle on a mausoleum on tke nortkeast side of tke Cemetery. 
Ttis one skows a klue arrow wken you click on it. 

•4* Click tke Blue Ork on tke gargoyle. 

Tkis lets you reack tke Dracoid Priest. 

* 4 ? Do you kave tke Bracers of tke Undead yet? if you don’t, you won’t under- 
stand a word ke’s saying. 

* 4 * if you kaven’t yet keen to tke Dracoid Ruins, go tkere and find tke Bracers 
of tke Undead. You won’t get anywkere kere until you can understand wkat 
tke priest is saying. 

* 4 * He wants you to get kis askes from tke Dracoid Ruins. He gives you an Um 
in wkick to kring tkem kack. 


DEALtnC WiTH THE EHiPEROR 

* 4 * You need to go to tke Dracoid Ruins to get tke Bracers of tke Undead and 
to acquire tke askes of tke Dracoid Priest. 

* 4 * wken you kring tke priest’s askes to tke Undead Dracoid Priest, ke gives 
you tke Dracoid Ankk. 

* 4 * You need tke Ankk to gain access to tke Dracoid Emperor. 

* 4 * Find tke tomk of tke Dracoid Emperor. 

* 4 * ’Tkere’s notking muck to see at first. Just a memorial. 

* 4 * Tke Tomk of tke Dracoid Emperor is soutk of tke Tomk of tke Dracoid 
Priest. 


* 4 * Click tke Ankk on tke Ankk symkol at tke Emperor’s Tomk to raise it out 
of tke ground. 

* 4 * To enter tke Emperor’s Tomk, you need tkree magically-ckarged glass orks. 

* 4 * You need one Wkite Ork, one Yellow Ork, and one Blue Ork. Place tkem in 
tke marker pedestals inside tke Emperor’s Tomk to open tke magic doors. 

* 4 * Open eack marker witk a click to see wkick color it skould receive. Click 
tke appropriate ork on tke open marker. 
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Use tke Ankk again to enter tke tomk and talk witk tke Emperor. Be siure 
you’re wearing tke Bracers of tke Undead! 

After you’re done talking, click on tke Emperor’s sarcopkagus. 

*4* You must take tke Emperor’s Remains kack to tke Dracoid Ruins and place 
tkem on tke altar in front of tke Statue of Belial. 


Back For Ohe Last Visit 

After you animate tke Statue of Belial in tke Dracoid Ruins, watck tke 
kattle witk tke Giant Worm, and siurvive tke resultant flood, you find your- 
self kack in tke Savage Jungle, on tke kanks of tke River Bane witk Dawn. 

On tke way kack tkrougk tke Savage Jungle, take a look at tke entrance to 
tke Dracoid Ruins. It’s ckanged, kasn’t it? 

At one point, you may kear an old friend of yours calling lor kelp. 

You’ll kave to find kim and cut kim down. 

No, don’t kotker looking up in tke trees. Baccata is kanging upside down 
from a Wild One trap at eye-level. You can cut kim down, attack kim, or 
leave kim wkere ke is, depending on wketker or not you want to work witk 
kim. 

tt* Return to tke Dracoid Cemetery and speak to tke Emperor one last time. 

Return to tke Emperor’s Tomk and talk again to tke Emperor’s gkost. 

*1* if you no longer kave tke Bracers of tke Dead, you won’t ke akle to under- 
stand kim. 





It doesn’t really matter. He sounds kappy enougk. But. . . wkat about tke 
Silverleal? 

Sometking is growing ky tke tomk entrance. 

Hunt around outside. Has anytking akout tke place ckanged? 

Do you see anytking growing tkat wasn’t growing kere kefore? 

Collect up to tkree Silverleaves from any of tke newly sprout 

Take tke Mists of Doom scroll from tke pedastal outside tke 
tomk. 
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*9? You need a Silverleaf to te admitted to tke Wild One trite. You need to 
take one tack to Malik. 

*4* Silverleaf can te mixed witt Amarantt Serum to create a potion you need 
to use on tte Larkkon, in order to enter tte Claw Mountains. You need one 
Silverleaf for ttis purpose. 

* 4 * Otter Silverleaves can te used to increase yom: magic ty five points for 
eact, or to tlend witt Raintow Sulfite to make a Mana Foil. 

*4* It’s a good idea to take as many Silverleaves as you can. You’re going to 
need tkem! 

SomE FinAL Secrets in the Cedietery 

* 4 * Wten you teleport from tte Dracoid Ruins to tte Cemetery, you material- 
ize in front of tte Deatt Angel Statue in tte Cemetery’s coiurtyard. 

* 4 * From tten on, you can react tke Dracoid Ruins ty approacting tte Deatt 
Angel Statue. Use tte teleport area in tte Ruins witt tte image of tte 
Cemetery to return to tte Cemetery Courtyard. 

* 4 * Tte colored Glass Orts can te toucted to mausoleums to open ttem. All 
yell ow gargoyle tomts tave at least one empty glote in ttem. 

* 4 * Matct tte color of tke Ork to tte colored arrow teneatt tke gargoyle. 

* 4 * You can pass ttrougt some walls in tte Catacomts to find secret ctamters. 
Some of ttose ctamters tave some loot. 

* 4 * Ttere is a Bezoar Ring inside one of tte tomts. 


An Ancient God Speaks 

You only need to open a few of the mausoleums in the Cemetery , 
hut there's interesting stuff to find if you search the others. There's 
one you can sneak into as a lizard, which has some Ancient Magic 
Stones inside. And there's a Dracoid daager behind the plate 
inside another. There 'e even a stairway leading down to the part of 
the catacombs you can 't reach from the open mausoleum. 
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Tne only way to enter the Claw Mountains is to use 
Larkkon Vapors on tke guardian Larkkon. You must 
klend Silverleaf (from tke Dracoid Cemetery) and 
Amarantk Serum (eitker given to you wken you 
kecome a Tuani Warrior in tke Wild One Settlement 
or found in tke secret cacke in tke nortkwest part of 
tke Savage Jungle) to make Larkkon Vapors. 


Through the BtiounTAins 

•1? First, you must find tke correct patk. 

*4* Do you rememker any part of tke Savage Jungle tkat you coiJdn’t reack 


*4* Try tke cliff ak ove tke river to tke east. 

*4? Anytking odd akout tkat tree? 

*4* Try clicking on tke tree to pusk it over. 

*4* Save your game! You’ll need to walk out on tkat fallen log, tken jump onto 
anotker fallen log to make it to tke tree. 

*4* From tke second log, you can jump to tke ground. You’ll take some kits, kut 


siurvive. 


won 


3 the southeast, loc 
lem to tkeir source. 


*4* After putting tke Larkkon to sleep, you meet Dawn in tke mountains. How 
ske treats you depends on kow you’ve treated ker in tke past. 

•4* Expl ore tke area keyond. Watck your step! A 

*4* You’ll find tke patk to tke karkarian village fartker along tke patLm^l^^H 
ri gkt, and, keyond tkat, a narrow ice kridge. 



* 4 * Cross tke bridge. Beyond you’ll find a lake. 

• 4 * A snow tige/s lair is nearby. Don’t wake bim! But, if you change into a 
lizard, it’s worth tbe trip to check tbe lizard cave behind bim! 

* 4 * Cross a snow-covered plateau with a ravine to your left. Save your game 
first! Watch out! Avalanche! 

* 4 * You may have to try to get past the avalanche several times. Your goal is a 
cave entrance on the far side of the plateau. 

* 4 * Try nmning as fast as you can, and stay as close to the wall to your right as 
possible. 

• 4 * Move too far to the left, and you won’t be able to make it up and around the 
barrier you see ahead. Keep to the ri ght! 

* 4 * Enter the caves ahead. 'They terminate at an icy chasm above a fast-flowing 
river. 

• 4 * Looks like yoiur old friend Kenneth made it this far. Better check his body! 

* 4 * How can you get across that? 

*4^ You must reach the other side of the river. 

*4^ Look down and to the ri ght. 

* 4 * You have to jump down from one ice platform to the next to get down and 
across the river. 

Across the RIver 

*4^ You must speak with Baccata. 

• 4 * How he reacts to you depends on how you’ve treated him up imtil now. 

* 4 * Cross the ice bridge and head toward the Citadel. 
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Sohie side Trips in the Claw DiounTAins 

Tkere are several interesting weapons and artifacts in tLe Claw Mountains, 
tut you tave to explore to find tkem. 

Look for a Bartarian Village and click on tke gates to enter. 

•t* Ttere is a useful artifact inside one of tke tuts in tte village. 

Tte Bracers of Valor can te used to counteract tte deadly effects of tte 
War Axe Traitor. 

*4* Look for ttem tetind some stutters. 

* 4 ? Tar Crystals can te found inside tte tuttling pools of tar. 

* 4 * if you tium into a lizard, find tte lizard tunnel inside tte Snow Tiger’s Lair. 

* 4 * A switct inside tte tunnel in tte Snow Tig er’s Lair raises a tower from tte 
Ice Lake. 

* 4 * A powerful weapon can te foxmd wittin tte tower. 

* 4 * Getting to tte tower is a ctallenge, ttougt — ttere’s no tridge. 

* 4 * Try tt e ice floes. You can jump from one to tte next. Save often! 

* 4 * Tte Great Axe Blizzard can te found at tte top of tte tower. 


Comlnc Back ThIs Way AgaIii 

• 4 * Aft( 


;er you ve retrieved tte Dreamstone from tte Citadel, you may Le 
attacked ty guards near tte entrance to tte Claw Moimtains. 

• 4 * You are attacked only if you are on unfriendly terms witt Dawn. 

• 4 * You can eitter turn into a lizard to escape tte pit or teat tte place up a 


* 4 * Once you react tte river, it’s otvious ttat you can’t go tack tte way you 
came. 


lOwn 


• 4 * Wait and watct. Eventual!' 


Time your move carefully and jump. Save first! 

Once you're on tke ice floe, you can float around tke river, looking for a 
place to get off. 

Tkis is your way out. Tkere is also a cave and a trief side-trip you can 
make. To reack tke cave, you’ll kave to leap from tke ice floe at tke ri gkt 
moment, tken jump kack on wken it comes tkis way again. 

Tke river is, in fact, a large circle. You can go around several times until 
you’ve accomplisked all tkat you want to do. 

Tke cave kas a scroll and a ring, if you can cast some ligkt on it, you may 
also find some useful armor. 

To get to wkere you want to go, you kave to leap from tke ice and onto tke 
skore wkere tke kank is lower tkan elsewkere. Save first! 

By now, you skould kave wkat it takes to delikerately transform yourself 
into a lizard, if not, wait until you’re a lizard to make tke leap. 

Once on tke left kank of tke river, you can make your way to tke wooden 
logs ascending tke ice cUff. Tkat’s yoiu: way out! 

Save often. Jumping up tkose logs is an easy way to get killed. 

Once at tke top, you can easily retrace your steps kack to tke Savage Jungle. 

Before ascending tke logs, you migkt want to cross one of tke ice kridges 
and explore tke otker side. 

A series of ice caves leads to a grotto wkere kodies of explorers less fortu- 
nate tkan yourself are frozen in tke ice. 

Try sparking one of tke kodies. 

Be quick! An interesting artifact falls from tke ice as tke kody melts free. 
Grak it kefore it sinks into tke pool of water. 
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The CiTADEL of the Ru-Loi 

Tbe Ru-Loi are strange, parasitic, flying teings tkat 
invaded tke Soutklands after tke Ancient Gods 
departed. You need to penetrate tkeir Citadel keyond 
tke Cl aw Mountains. Tkere is an Alien artifact kere 
you must retrieve, and an enemy wko must ke 
destroyed. 


EnTERtnC THE CiTADEL 

*4* Enter tke Citadel from tke Claw Mountains. A Ru-Loi is on guard inside 
tke entrance. 

*4* Click on tke ork switck to open tke door. Anotker Ru-Loi is waiting just 
inside. Be ready! 

Ht* Click tke eyekall switck to open tke next two doors. 

*4* Move very fast. Tke Ru-Loi come and go witk amazing speed, launcking 
kit -and-fly attacks at you. Run tkrougk tke first tunnel, click on tke Ork, 
run into tke next, click on tke ork to turn it into an eyekall, and run for tke 
Egg Ckamker. 

* 4 * Tke Egg Ckamker is to tke east. 


The Egg Chahiber 

* 4 * Find tke Egg Ckamker. It’s on your rigkt as you come into tke second 
ckamker. 

* 4 * Careful! Tkat’s acid inside tke pool! 

* 4 * if you attack tke eggs in tke ckamker, tkey explode. Tke ligkt in tke center 
of tke ckamker fires plasma kolts. if you attack and destroy tke central ligkt 
vent, tke acid in tke egg pool drains away, destroying tke eggs. 

* 4 * Searck tke pool. Tkere are some valuakle artifacts in tkere. 

* 4 * An ork switck inside tke Egg Ckamker activates plasma steps witkin tke 
Slave Caverns downstairs. You don’t need to destroy tke eggs or dra^tke ’ 
pool, kut you must click tkat ork switck! “ \ 
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The Slave Caverhs 

*♦* Head for tke elevator. 

•4* Tke elevator is down a curving tunnel west of tke ckamker witk tke eyekalls 
witck. 

* 4 * Tke transparent container witk a krain inside is a switck. 

* 4 * Click on tke krain inside tke elevator ckamker to lower it to tke Slave 
Caverns. 

* 4 * Be ready. You’re going to kave a figkt on your kands. 

• 4 * Back of tke krain switckes in tke Slave Caverns opens a nearky silo, reveal- 
ing eitker a frozen slave woman or a koard of various pkarmacopoeia items. 

* 4 * Tkere are several strategies you can pursue down kere. 

• 4 * Tke Ru-Loi use kit-and-run tactics, attacking furiously, tken vanisking 
wken tkeir reserves of magic kegin to run low. 

• 4 * Attack tkem, killing as many as you can kefore tkey fly away. 

• 4 * wken your kealtk starts to run low, use your kealing spells to regain your 
strengtk. 

* 4 * Cast a Level 2 kealing spell on yourself for protection. 

* 4 * wken your magic runs low, duck into one of tke tkree tunnels leading off 
from tke slave cavern. After killing or driving off any Ru-Loi tkat mi gktke 
kanging around, you can rest and recuperate kefore going kack out again. 

* 4 * You can also climk tke artificial kill just outside tke entrance to tke Slave 
Caverns. Tkere’s a teleporter at tke top to take you kack outside to tke first 
switck. You can rest tkere, or take a crack at tke Egg Ckamker. 

* 4 * Attack tke crystals to get rainkow sulfite. Comkine tke rainkow sulfite witk 
Silverleaf to get Mana Foil. Using tke Mana Foil restores your magic. 

• 4 * Watck out for tkose pink towers! 

• 4 * Tke pink towers are spells cast ky tke Ru-Loi. Tkey cause you a lot of dam- 
age if you touck tkem! Tkey go away ky tkemselves after a few moments. 

* 4 * Click on tke eyekall switck in tke nortkeastern portion of tke Slave 

Caverns. Tkis fires a plasma cannon and creates a plasma kridge. You must 
do tkis to get to wkere you need to go! 
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tT v^nce the Ku-L.oi are dead, you can explore the caverns at your leisure. 

Tke brain switch outside of Dawn’s cell opens an iris door on the other side 
of the plasma bridge. 

*4* Find the steps going up. They’re on the east side of the cavern. 

* 4 * You can spot them hy the plasma spark that rises and falls nearhy. 

"i* Jump up the flight of plasma steps to reach the ledge where a large plasma 
cannon is mounted. Save often! It’s a long way down! 

* 4 ? You must jump to a ledge, turn, jump onto a foothold on the wall, turn, 
move, jmnp to another ledge, and repeat the process all the way up. Pause, i 
occasionally, to look up and make sure you’re not trying to jump into 
another plasma step. 


i’ll find tke 


*4* At tke top of the steps, if you clicked on the eye switch helow, you 
plasma cannon firing across the chasm at a room heyond. 

* 4 * if you activated the cannon earlier, and opened the door on the far side, you 
can run across. 

*4’ Timing is everything! The hri dge is only in existence for a few seconds at a 
fimp You’ll have to hne yourself up carefully, then nm fast and straight as 
soon as the plasma cannon fires. 

• 4 * It might help if you become a lizard first. 

Click on the weh-like door. The Hive Lord emerges to fight the Ru-Loi. 

The HtVE Lord ahd the Great Forge 

• 4 * Talk to the Hive Lord first. 

* 4 * He doesn’t have a lot to say. In fact, he doesn’t seem very bright, does he? 

* 4 * After talking with the Hive Lord, you must fight it and kill it. 

• 4 * He’s tough, hut he can he killed. Don’t get too close, though. His bite is 
deadly. 

• 4 * Your protection and poison-protection spells can he useful here. 

• 4 * Hmrt him badly enough and he’ll scuttle off for a few moments, which will 
give you time to heal yourself. 

* 4 * If you kill the Hive Lord, the green force field is raised, allowing you access 
to the Great Forge. 

• 4 * Find the pedestal with the Dreamstone. 

* 4 * Are there any other pedestals in here? what might they he for? 

* 4 * The altar to the right is where you can enchant Thohan’s Sword or 
Firestorm. 

* 4 * Thoh an’s Sword becomes Thohan’s Enchanted Sword. The Great Sword 
Firestorm becomes the Great Sword Darkstorm. 

* 4 * You must enchant the weapon before taking the Dreamstone. 

* 4 * Take the Dreamstone. 



Fini tke teleporter witkin the Great Forge, which returns you to the 
Citadel’s entrance. 

Click the Dreamstone on the lock inside the door to open it. 

*4* Don’t forget to retrieve the Dreamstone before leaving! 

•i* You’re on your way hack to the Claw Mountains. . . and the Ancient Huline 
Temple. 


Other THincs To Do in the CiTADEL 

’There are a number of slave women in the northern part of the Caverns. II 
you kill all of the Ru-Loi, you can free them. 

To free the women, look for something you can click on by their cell. 

Try magic. 

Spark the circular object to the left of the cell. This reveals a handle. Pull 
the handle to free the women. 

’There are numerous glowing crystals throughout the Slave Cavern. Attach 
them to collect Rainbow Sulfite. 


T’ Dome ot the bram switches open chambers holding trozen women. 1 here s 
nothing you can do for them. 

•4* Other switches reveal quantities of pharmacopoeia items. Some of these can 
he useful if you passed up a chance to gather them earlier. 

* 4 ? You can return to Dawn’s room and free her. 

* 4 * After teleporting to the front of the Citadel, simply retrace your steps to 
the elevator and return to the slave caverns. 

* 4 * If you click the Dreamstone on the loch to the right of her cell, you free 
her. She gives you a Bestial Disc in return. 


An Ancient GoA Speaks 
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An Alternate Way of Getting Tkrou^k tke Level 

One way to get tLcougk tkis level is to figkt tke Ru-Loi until you’re kaJly 
kurt or low on magic, tken retire to a tunnel to recuperate and keal your- 
self. Keep killing tkem until tkey’re all dead. 

Tkere’s an alternate metkod. if you can make yourself invisikle, you can 
avoid figkting tke Ru-Loi entirely, make your way to tke Great Forge, and 
enckant a weapon tkat will really kick some alien invader kutt! 

*1? You can make yourself invisikle witk a Prism Spell, if you kave it. You can 
also make yourself invisikle witk tke Coward’s Skield, wkick you can find 
upstairs in tke Egg Ckamker. 

*1? Careful! Tke Coweud’s Skield provides almost no pk)rsical protection! Get 
into a figkt and you could take some serious damage. 

Stay invisikle as you click tke various switckes, climk tke plasma stairs, and 
cross tke plasma kridge. Get some decent armor, tken figkt tke Hive Lord 
to lower tke force field. After enckanting one of your weapons, return to 
tke caverns and dispatck tke Ru-Loi in a pleasantly tkerapeutic splatter of 
alien klood. 



The AnciEHT HulIhe 
Tehiple 


Here you are again, kack at tke point wkere you 
kegan tke Second Spkere. You won’t ke akle to 
enter until you’ve retrieved tke Dreamstone 
from tke Ru-Loi Citadel. 


EnTERinc the Teiuple 

* 4 * You can enter tke Temple if you kave tke Dreamstone. Click tke 
Dreamstone above tke doors to open tkem. 



crriirizia: 


What to Do 

*4* Find tke first Bowl Altar. Does sometking go in tkose towls? Explore. Find 
anotker Bowl Altar. Wkat goes in tkose kowls? 

* 1 ? You migkt find a clue in tke ckapel witk altars to tke God of Life and tke 
God of Deatk. 

Tke Aloe Leaf goes in tke klue kowl. Tke Poison Paint goes in tke red. 

Place kotk tke Aloe Leaf and tke Poison Plant in tke kowls on tke first 
altar. Tkis causes tke floor to lower. 

*4* Drag tke Caretaker’s kody from tke entrance and place it on tke raised 

altar. Ligktning incinerates tke kody. You may kave to move it around a kit. 

Ht* You may need to position tke kody very carefully. Wait a few seconds and, if 
notking kappens, try again. 

*4* Find a concealed door. 

*4* It’s to tke left of tke first kowl altar, kekind tke tapestry. 

* 4 * Tkere’s a kealing pool keyond tke second kowl altar. Click on tke pedestal 
to get tke Crystal Skard. 

in THE Lower Halls 

* 4 * Tke Caretaker’s kody tkat you tkougkt you incinerated kas keen teleported 
down kere. You’ve got to do something witk it. Wkat? 

* 4 * Click tke kutton near tke kody. Tkis moves it on tke conveyer kelt into a 
mackine. 

* 4 * Tke kody kas keen midcked! Wkat do you do witk thatl 

* 4 * Drag tke trougk to tke next mackine and send it along tke conveyor kelt. 
Wken it appears, take tke statuette. 

* 4 * Watck out! Tkat scuttling you kear is caused ky Hive Warriors! 

* 4 * Tkey’re ever)rwkere downstairs. Sometimes tkey’ll ignore you. 
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*4* Sometimes tkey won’t! You may kave to kill a number of tkem. 


•It Tke Hive Warriors are nuisances to say tke least, but not a part of any of 
tbe puzzles you face bere. 

SomE Other THincs to Do in Here 

•I* You may kneel before either tbe God of Life or tbe God of Death. Use tbe 
crouch control (press C) to kneel. 

•I* You will get an Aloe Leaf from tbe statue of tbe God of Life. 

•i? You will get a Poison Paint from tbe statue of tbe God of Death. 

•It In addition, a secret shelf opens, revealing a Catring. 

•I* Tbe Priest’s Bedroom has several secrets. 

•I* Click on a bedpost to open a secret chamber. 

*1* Ignite tbe candle and lamps with a spark, then click on tbe feather quill to 
open a secret passage. 

*1* In tbe kitchen, click on one of tbe tiles on tbe wall to break open tbe wall 
and reveal a secret passage. 

*1* You must find an iron flute. 

*1* It’s inside an open coffin on tbe lower level. 



The Statuette Room ahd the Balahce Room 

•t* Find tke secret library next to tke ckapel witk tke second kowl altar. 

* 4 * Tkere 8 a secret door kekind a wooden panel in tke ckapel. Click on tke 
wooden door to tke rigkt of tke alteir to find tke Secret Likrary. 

it* Click tke button on tke soutk wall of tke Library to open tke Statuette 
Room. 

*t* Tke Statuette Room isn’t kere. 

it* Try tke dark room between tke first kowl altar and tke ckapel. 

*t* Do any of tkose skelves appear to ke missing sometking? 

it* Place tke statuette on tke empty skelf. An altar appears, giving you a crystal 
skard. 

it* Find tke Balance Room. 

*t* Wkat do you kave two of? 

*t* Place a Crystal Skard in eack kowl of tke kalance. Tkis opens a secret door. 

Three Pathways 

it* Click tke Dreamstone on tke receptacle to raise a spiral stone stairway 
beyond tke Balance Room. 

it* You must face tkree patkways: Tke Patk of Life, Tke Patk of Deatk, and 
Tke Patk of Balance. 

it* On tke Patk of Life, you must jump from one stone klock to tke next to get 
to tke otker side. 

*t* Try working your way along tke nortk side. 

it* You need to complete tke patk witk a migkty leap. 

it* You migkt be able to jump fartker if you’re a lizard. 

*t* Try using tke automap to align yomrself precisely before tke longer jumps. | 

*t* Watck out! Ckain Sp arks! You must survive tke Ckain Sparks to reack 
click on a jkar idol. Always ckeck for treasure kefore taking it. 
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•I? Be caxefiJ! Tke patk curveB, anJ you can easily fall off. 

*4* Tke sparks prokakly won’t kill you. if you prefer, use a protection spell to 
get tkrougk safely. 

* 4 * On tke Patks of Deatk, you must travel down tkree patks. 

• 4 * Do tkose keads floating akove tke flames remind you of an)rtking? 

* 4 * Mayke a spell group you’re carrying? 

* 4 * Try casting a Level 1 Mist of Doom spell against eack floating kead in 
tium. Tkis puts tke fires out for a moment, enakling you to get tkrougk. 

* 4 * Don’t kave tke Mist of Doom spell group yet? You’ll kave to make one pas- 
sage tkrougk tke flames witkout it, tken. 

^ Try nmning. Fast, if you stuwive — and don’t fall off tke narrow patk — you 
can pick up Mists of Doom at tke end of tke patk, ky tke kutton. But save 
yoiur game first! You’re going to take a lot of damage in tkat fire! 

* 4 * Wken all tkree kuttons kave keen pressed, a kridge lowers. 

* 4 * Cross tke kridge, go past a spiral golden door^ and find anotker jkar idol. 

An Ancient God Speaks 

Lovely tapestry, isn’t it? Take a closer look. As you might remem- 
her from the Draracle’s Museum, tapestries sometimes hide impor- 
tant secrets. 

* 4 * On tke Patk of Balance, tke entire room teeters kack and fortk. 

* 4 * You also kave some kelp in tke form of lots of Lampligkts. 

* 4 * Try killing a numker of tke Lampligkts to slow tke floor’s motions. 

* 4 * Witk tke floor immokilized for tke moment witk one side up, click on tke 
two switckes tkere. Kill some more Lampligkts and tilt tke floor again to 
get at two more switckes on tke otker side. 

* 4 * Witk all four switckes pressed, a door opens. 

* 4 * Beyond tke door is a tkird Jkar idol. 

* 4 * Ckeck for some otker goodies kekind tke altar witk tke idol. 



Beyohd the Three Pathways 

*4* You have some traps to get past in order to get out. 

*4* Watch out for that pool of oil! 

^ Do you rememher the oil trap in the HiJine Ruins? 

The oil ignites if you step in it. 

*4* An Iron Flute placed in the proper recess causes half the oil pool to he cov- 
ered, allowing you to get across safely. 

*4* This time those spinning blades won’t hreah. 

*4^ You have to crouch and jump to get past them. 

* 4 * Or, mayhe there’s a secret passage here, lihe there was in the Huline Ruins? 
* 4 * A large houlder emerges from behind to crush you. 

* 4 * Run fast and click on those two buttons to block it. 

* 4 * Step onto the platform beyond and watch three wooden cases descend from 


inside eacl 


• 4 * The cases create a magical bridge, opening the way to the Elevator Room. 

• 4 * Enter the Elevator Room. Then, using Lamplight corpses, wei| 
broken elevator and descend to . . . 


.own 


The Chahiber of Voices 

Tkis is your final ckallenge witkin tke Second 
Spkere. You kave to face anotker Hive Lord and 
emerge victorious. 


EnTERinc the Chahiber of VoiCES 

*4? You’d tetter still kave your Dreamstone on you! 

• 4 * Here you meet tke second Hive Lord. Stop and kave a word witk it first. 

* 4 * After speaking witk tke Hive Lord, you must figkt it to tke deatk. 

• 4 * Touck tke doors to tke nortkeast to enter tke council ckamker and altar 
Have yovu: Dreamstone ready! 

* 4 * Try kitting it witk a Level 5 spell, tken wade in witk your test sword. Keep 
moving! 

• 4 * Tke doors to tke soutkwest lead to a teleporter tkat returns you to tke 
Jungle. 

• 4 * After viewing tke Ancient spirits, ckck tke Dreamstone on top of tke alter. 

* 4 * Tkis raises tke long-sukmerged City of tke Ancients from its watery grave, 
and sends you to tke Tkird Spkere. 








Tlu0 is a Demigod Chapter. It contains hints and tips, ranging from vague to 
fairly detailed. Reading the more specific clues in this chapter can give away 
a lot in the way of game secrets and surprises. In addition, reading the entire 
chapter wiJI give you a good idea of where you must go and what you must 
do to complete the game. Do NOT read this chapter all the teay through if 
you want to preserve some of the mystery and suspense of the story. 



T kis ckapter covers tke five specific areas you’ll encounter witkin tke 

Tkird ani final Spkere of Lands of Lore; Guardians of Destiny. A list of 
kints is provided for eack major proklem. As in tke first two Spkeres, tke 
earlier kints in eack series are delikerately vague; as you move down tke list, 
tkougk, tkey will kecome more direct and specific. Use a 3x6 card or a piece of 
paper to cover up tke lower kints for eack section if you want to kave tke ckance 
of solving tke puzzles witk minimmn kelp. 


You are now entering tke last few twists and turns of tke game. By now, you 
skould kave a ketter imderstanding of Lutker’s curse and kow to control it, as 
well as a pretty good idea of wkat remains left to do to complete tke story. We 
won’t ke quite as generous witk our kints kere, now tkat Lutker is approacking 
godkood. Tkere are several unpleasant svuprises liurking in tkis final spkere, so 
ke careful! 


THE THIRD SPHERE 

To reack tkis point in tke game, you’ve spoken witk tke dead, retrieved tke 
Silverl eaf, kecome a Tuani Warrior, ventured tkrougk tke Cl aw Mountains to tke 
Citadel of tke Ru-Loi, returned witk tke Dreamstone to penetrate tke secrets of 
tke Hul ine Temple, killed tke Hive Lord witkin tke Ckamker of Voices, and 
raised tke lost City of tke Ancients from its watery grave. 

Pretty impressive! Now wkat? 

Now, it’s on to tke City of tke Ancients! 
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The CiTY of the AnciEnrs 

Tliis vast city rises from tbe depths, where it has lain 
hidden for millennia. You must solve a mnnher of 
puzzles to get through this level, at the end of which 
you will find the Mantle of the Ancients, empower 
yourself, and proceed to meet your destiny. 


GETTinc Started 

An elevator door opens magically as you approach. 

•4* You will find yoiurself in an enormous place. Take yoiu: time exploring and 
finding out where things are. 

•4* Those red, amoeboid things are dangerous. Keep yomr distance! 

* 4 ? They seem to act like street cleaners, if so, they’re the reason the City 
doesn’t have rats ... or, given the fact that it’s just heen raised out of the 
sea, streets clogged with seaweed and dead fish. 

* 4 * Usually, you can outrun them, if you have to fight, rememher yom: protec- 
tion spell. 

* 4 * The street cleaners are susceptible to cold. After generating a Level 2 

healing-protection spell on yourself, try using a Mist of Doom spell on one, 
then whacking away at close range with your sword. 



The Layout of the CIty 



* 4 * The City of the Ancients is composed of four major puzzles. 

* 4 * Each major puzzle is centered on one of four large, circular rooms with 
massive, black obsidian pillars inside, located at the city’s northeast, south 
east, southwest, and northwest corners. 

* 4 * You must solve all four sets of puzzles to open the obsidian pillars. Inside 
each is another puzzle to solve, which will ultimately lead to the M^tle J 


le puzzles are quite different from one another; and some require 
ive other puzzles in the city to proceed. > 




*f* Tkere are several minor puzzles accessed from various city streets. 

*4* Tke first tking you must do is turn on the city’s water. 

The water supply is not located near any of the obsidian tower complexes. 
You can find it, however, hy following a dry water channel that you will find 
near the northeast tower. 

'I;' A large fountain is located at the end of a north-south street at the extreme 
south of the city. The fountain is dry. A sphere is floating above it. 

To start the water, you must shatter the sphere. 

To shatter the sphere, you must first freeze it. 

* 4 * The Mist of Doom spell makes things very cold. 

*4* Try casting a Mist of Doom spell at the hovering sphere. When it becomes 
covered in ice, you can shatter it with a sword. This will set the water flow- 
ing throughout the city. 

The noRTHEAST Tower Puzzle 

• 4 * The various puzzles can he completed in any order. 

* 4 * The obsidian tower in the northeast comer of the city lies behind a room 
with plots of earth and a translucent, yellow pyramid. 

• 4 * The room with the plots and the pyramid is the city’s arboretum. 

* 4 * After you turn on the water, a yell ow crystal appears inside the door. You 
can let water flow into the earth plots hy clicking on the crystal. 

^ You can plant various phcirmacopoeia items in the plots. For example, 
planting some cave aloe yields an aloe plant that you can harvest later. 

* 4 * You will need at least one Silverleaf to complete this puzzle. 

* 4 * Plant a Silverleaf in the pool at the base of the pyramid. 

* 4 * For the plants to grow, time must pass. 

* 4 * Can you find an homrglass? 

* 4 * ’There is an hourglass at the north end of the arboretum, between the steps 
leading to the obsidian tower. 


•t* Click on tke kourglass. Tke Silverleaf will grow, kreaking tke pyramid. 

•i* A cloud of flame emerges from tke pyramid, drifts into tke oksidian tower 
ckamker, and opens tke door in tke tower’s side. 

if you kave no Silverleaf witk you, tkere is some to ke found in tke city. 
However, to get it, you will need a piece of ivory. 

’Tkere are four pieces of ivory in tke city. However, you will need all four to 
complete one of tke puzzl es. if you kave tke extra ivory you found inside 
tkose vases in tke Draracle’s Musexim so long ago, you’re way akead of tke 


•t* if you use a piece of ivory to get some Silverleaf, you can retrieve tke ivory 
afterward. 

Tke puzzles tkat enakle you to get ivory in tke city are descriked elsewkere 
in tkis section. 


The noRTHWEST Tower Puzzle 

Wken you enter tke tower complex at tke nortkwest comer of tke city, you’ll 
find yourself in a skifting maze. (I hate it wken tkat kappens!) 

* 4 * Various walls, klocks, and columns rise and fall, complicating your passage 
from one end of tke area to tke otker. 

*4* Four okjects are floating akove tke maze. One, a rotating green spkere, is 
firing kolts of plasma at intervals at a closed, golden door on tke otker side 
of tke maze. 


• 4 * 


Your goal is to lower tkat golden door so tkat tke plasma kolts can kit a 
translucent pyramid ke kind tk em. 



* 4 * ’Tke otker tkree floating okjects are a spinning, solid cuke of stone, a mass 
of flame, and a cloud of frozen air or vapor. You must destroy all tkree to 
lower tke door. 


Kide one ot the rising walls or columns up to the upper leveJ 
From kere, you can reack tke floating okjects. 

* 4 * Tke so lid cuke is easy. Hit it witk your sword. 

* 4 * Fire can ke put out ky cold. Wkat do you kave tkat’s cold? 


tI* Try a Mist of Doom spell on tlie fire. It worked in tke Patks of tke Dead, 
didn’t it? 


*4* Tke frozen vapor needs keat to melt it. 

*4? Sparks don’t work, kut a fire spell mi gkt. 

* 4 * if you kave a Pyro Pod, try turning your Spark Spell Group into a Flame 
Spell Group, and klast tke vapor witk flame, ’ikat skould do tke trick! 

* 4 * Witk all tkree okjects destroyed, tke pyramid will ke skattered ky a plasma 
kolt and emit a drifting cloud of flame. ’Tke flame will pass into tke ckam- 
ker witk tke oksidian pillar, and open tke pillar’s door. 

The Southwest Tower Puzzle 

* 4 * In tke soutkwest comer of tke city, doors open as you approack to reveal 
four crystal cylinders, eack witk a receptacle in front for a distinctive skape. 

• 4 * Do you kave anytking tkat would fit tke locks? 

* 4 * An ivory ckip will fit tke lock. 

* 4 * if you found tke two ivory ckips in tke Draracle’s Museum, you’re already 
kalfway tkere. 

* 4 * You will need four ivory ckips in all to complete tke puzzle. Fortunately, 
tkere are four ckips kidden in tke city. 

* 4 ? Unfortunately, two are linked to ratker insidious traps. 

• 4 * Go tkrougk tke city, exploring tke open doors leading off into tke various 
kuildings. Some rooms will kave items of value. Some will ke dangerous. 

* 4 * Wken you kave collected fovu ivory ckips, kring tkem kack to tke soutkwest 
comer of tke city an d pi ace tkem in tkeir receptacles. ’Tke translucent pyra- 
mid will kreak, releasing a cloud of drifting flame. 

* 4 * Follow tke flame tkrougk tke door keyond tke cylinders. It approackes 
anotker oksidian pillar and opens it for you. 

* 4 * Need kelp getting tke ivory? Ckeck tke kints under ‘Getting tke Ivory 
Ckips,’ on page 128. 



The Southeast Tower Puzzle 

In tke soutkeast corner of the city, a room leads off to the west from the 
now-familiar, circtJar room with the obsidian pillar. Beyond the canal are 
three sets of doors with firehnrst symbols. Welcome to the Firewall Puzzle! 

* 4 * Expl ore the doors. Some, you will notice, open on a window showing more 
double doors beyond. Others give you access to a hallway and six sets of 
doors, three leading west, three going bach east. In each set of three, only 
one set of doors goes all the way through to the next tier. 

* 4 * Past four lines of double sets of doors, you will enter the middle set and 
find yourself confronted by an immense, floating head, and a fountain of 
what looks like oil. The temptation to spark that oil is tremendous, hut. . . 

* 4 * Don 't spark it yet! You’ve got some preparations to take care of first! 

* 4 * when you spark the oil, it explodes, and a wall of flame explodes toward 
you. You will have to run for it . . . hut if you have to stop at each set of 
doors, you will fry before you get far enough away. 

* 4 * The doors, unfortunately, close behind you once you go through, regardless 
of which way you go through. 

* 4 * Does this give you an idea? 

* 4 * Go through each set of doors. Then turn and open them again . . . hut do 
not go through. Make sure all other sets of doors are closed. 

* 4 * This will give you a free path through open sets of doors. 

* 4 * when all is ready, try turning into a lizard before sparking the oil. You still 
have to move fast to survive this one! 

* 4 * when the explosion starts, run as fast and as accurately as you can. when 
you emerge from the last set of doors, leap over the canal and run all the 
way to the east side of the room. 

*4» If the canal is not filled with water, you will still die. Only the water pro- 
tects you once you get across! 

* 4 * The hurst of flame will shatter the translucent pyramid, making it emit a 
drifting fireball that will open the last obsidian pillar. Whew! 1 

• 4 * if you really want a challenge, a magical artifact, the Dark Bow, appear^' 
beneath that head when you spark the oil. Can you grab the how tJniifTOn^ 
fast and accurately enough to still get away? 


GETTinC THE ivORY ChIPS 

You can get up to four ivory ckips in tke City, if you are fast and cunning. 

t||* Two can be found in rooms off tke boulevard leading to tbe northwest 
obsidian tower. 

A third is in tbe same general area, northwest of tbe big central complex of 
tbe city. 

*!• A fourth can be found in a small fountain in a circular area south of tbe 
central complex of tbe city, just around tbe corner from tbe thoroughfare 
leading to tbe water fountain. 

The first ChIp 

• 4 * Simple ones first. Tbe fountain in tbe south has an ivory chip floating at 
tbe top. Somehow, you have to get it, but you can’t quite reach it. 

* 4 * Somehow, you have to freeze that water. 

* 4 * A Mist of Doom spell works if you don’t happen to have an ice-throwing 
weapon. 

* 4 * Throw a Mist of Doom spell and tbe water freezes. Attack tbe ice with a 
sword, and it shatters. You can then pick up tbe ivory chip. That' 8 one! 

The Secohd ChIp 

• 4 * A second easy one is on tbe south side of tbe thoroughfare leading to tbe 
northwest pillar. You enter a room with a statue of a leering goblin. 
Opposite is a door to another room, with a second goblin banging in infi- 
nite space. He has an ivory chip in bis band. 

• 4 * How do you reach it? 

* 4 * This one requires a leap of faith. Otv more precisely, a step. 

* 4 * Remember tbe third Indiana Jones movie? Go ahead. Step . . . 

* 4 * Tbe path is invisible until you step on it. Walk straight out toward tbe float- 
ing goblin, get tbe chip, and return. That’s two! 


The Third ChIp 


*4? Tke tkird one can kill you! Be careful! 

A room Just off tke central city square, on tke nortkwest side, kas dragon 
orks in rooms off to eitker side, and an energy fence klocking tke way to tke 
tkird ivory ckip. 

*4* Spark tke orks. Tkis lowers tke energy fence, and raises tke gates keyond. 
Tke ivory ckip is in plain view, yours for tke taking . . . 

* 4 * A word of warning first. Line yourself up kefore clicking on tke ckip, and 
make sure you know tke way out. 

* 4 * Wken you’re ready, click and run. As soon as you grak tke ckip, tke ligkts 
go out, leaving you in total darkness. 

* 4 * Tke room also starts to fill witk water. Unless you can reack tkat ramp 
kelow tke door; you’ll drown! 

* 4 * Click, tmrn, and run straigkt soutk. Reack tke top of tke ramp and jump. 
You skould ke akle to exit tke deadly room witk your prize. ’Tkat’s tkree! 


The Fourth ChIp 

* 4 * Tke last ivory ckip is tougk, certainly a lot tougker tkan it looks at first! 
You’ll find it off tke koulevard on tke way to tke nortkwest oksidian pillar. 

* 4 * You’ll find a room witk a square recess in tke floor, and a kox tkat fits tke 
recess perfectly. Go akead and move tke kox into tke first recess. 

* 4 * A corridor off to tke rigkt as you come in leads downstairs to a second 

room, witk a recess and a kox like tke first. Go akead and move tke second 
kox into place. Tkis opens tke way to anotker room witk anotker kox, kut 
no recess. 

Hil’ At tke east side of tkis room, two sets of steps lead up and arotmd. You’ll 
find anotker goklin figiue — kaven’t we seen tkis guy kefore? — and ke’s 
kolding tke fourtk ivory ckip! 

* 4 * Don’t grak it yet! Tk ere’s a catck! " 

* 4 * Wken you click on tke ivory ckip, tke ceiling kegins coming do's 
slow and you’ll get squasked! 
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Trouble is, you also get scpiaslie<l on the stairs — and in the room helow, you 
either get squashed or trapped to one side or the other as the ceiling keeps 
coming down. And the west wall is too high to jump! 

*4* Before making your move, shove the last hox up next to the wall you will 
need to jtunp on your way out. Then, go stand hy the gohlin. You might pre- 
fer changing to a lizard at this point, because you will need alloi yom: speed. 

*4* Click on the ivory, then run, threading your way through one of the doors, 
down the steps, across the middle of the room helow, up on the hox, and 
over the top of the wall. 

* 4 * Congratulations! You got all four! 


GETTinc SomE SIlverleaf 

* 4 * Didn’t bring any Silverleaf with you? Too had. You need to have Silverleaf 
to open one of the obsidian towers. 

* 4 * Yom: hest het, of comse, is to bring some Silverleaf with you to the City of 
the Ancients. Didn’t we warn you about that in the last chapter? 


*4’ Th, 


ere is some 


Silverleaf available here, hut you’ll need an ivory chip to 


get it. 


The Silverl eaf is in a room toward tke southwest corner of the central 
square. ’The floor ends in an abrupt drop-off into blackness. 

Find a pedestal to the east with the outline of an ivory chip in it. Place the 
chip into the receptacle. This causes a hall of light to he shot throu gh the 
streets. Follow it until it hits a wall. Click on and open the secret wall. Do it 
again and the sphere will raise the floor for three seconds. 


WtTHtn THE ©BSiDiAn Towers 

* 4 * Once you’ve opened each obsidian tower, you’re going to want to go explor- 
ing. It’s worth the trip! First off, you can pick up a Storm Crystal at the 
doorway leading into each pillar. 

* 4 * Up the steps and around, you’ll find an ornate dragon hox before a large, 
pearly sphere. 

* 4 * ’The sph ere is a teleporter gateway to the Nether Realm, an alien, different 
kind of space with certain cotmterparts in this world. 
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* 4 * Pusk or pull tke dragon kox tkrougk tke teleport spkere. You'll find a kole 
in tke floor on tke otker side wkick is exactly tke rigkt size and skape to 
receive tke kox. Slide it into place. 

•4? Now take some time to explore a truly magnificent vista of stars, galaxies, 
and worlds. 

* 4 * Wken you slid tke dragon kox into place, a golden crystal appeared out on 
tkat vast, galaxy-lit plain. 

*4? Go touck tkat crystal. Wken you do, tke groimd skakes, and a part of a 
massive tower rises in tke center of tke Netkerworld Realm. 

* 4 * Ckeck tke area on your automap. Does tkat design remind you of some- 
tking else you’ve seen on a map recently? 

* 4 * As you grow a part of tke Grand Tower in tke Netkerworld, you are also 
growing part of tkat tower in tke keart of tke City of tke Ancients. 

*4^ Back time you open anotker oksidian tower, you must perform tke same set 
of tasks: drag tke dragon kox tkrougk tke teleport spkere, put into its nicke, 
and click on tke yell ow crystal to raise anotker section of tke Grand Tower. 
Tkere are four suck sections in all, one for eack oksidian tower. 


The ItiAHTLE SHRinE 

* 4 * Wken all of tke portions of tke Grand Tower kave keen raised, you are 
ready to face tke final ckallenge witkin tke City of tke Ancients. 

* 4 * Tke tower you kuilt in tke Netkerworld kas keen raised section ky section at 
tke center of tke city. A klack entrance ckarged witk ligktning awaits you. 

* 4 * Enter tke Grand Tower. Walk down tke skort kallway keyond, and pause 
outside tke doukle golden doors. Prepare your weapons and spells. You are 
akout to face tke tkird incarnation of Belial as a Hive Lord, more powerful, 
more deadly tkan tke previous two. Try putting on a protection spell first. 


* 4 * 

• 4 * 

* 4 * 


Be sure to save yotur game! 

Wken you are ready, open tke door, 
two of you work togetker. 

Wken you’ve keard enougk, attack! 
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Pliysical weapons are not very effective against Belial. However, Darkstorm 
is an excellent weapon kere. Try starting tke figkt witk a Level 6 Ligktning 
Stroke, followed ky some kigk-level Mist of Doom spells. Wield Darkstorm 
kravely, wkile kiurling otker magical weapons as you get tke ckance. 

Wken Belial is dead, tke feir door in kis ckamker explodes open. Go 
tkrougk. 

Have you keen playing Lutker as good or as evil? Depending on your past 
actions, you may meet Baccata kere. He may try to stop you from reacking 
tke Mantle of tke Ancients. 

* 4 * After defeating Baccata. Go tkrougk to tke Skrine and empower yomself at 
tke Mantle of tke Ancients ky stepping into tke power field you see in tke 
next room. Once you are empowered, it is time to find tke Sukterranean 
Caverns. 



The HiVE Caverhs 

You’ll reack tkese caverns from tke newly risen 
City of tke Ancients. Tkis is yom: patk tkrougk 
to tke Hive Motker, and to Belial kimself. 


I 

I 


Finoinc the Way 

Tke way to tke Caverns can ke found in tke City of tke Ancients. 

* 4 * On tke east side of tke city is a door opening to a long corridor lined witk 
statues. As you enters tke statues fire kolts of ligkt at one anotker, making 
your crossing painful, altkougk not dangerous. 

* 4 * Along tke way are six doors, tkree to eitker side. Witkin are dragon orks. 
You must spark all six orks. 

* 4 * Look for a kidden passage in tke first dragon ork room to yom: rigkt as you 
enter! A Jeweled Scarak waits witkin. 
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•j? Grat it and run! A (irekall will crackle at you as you take tke Scarak. 

•4* At tke far end of tke kallway, a door opens into a circular room witk a 
strange centerpiece. 

*4* It looks like a kasin or fountain, witk tke petrified necks of small dragons 
rising from it. In tke center are gorgonite nodules. Blood stains mark tke 
carpet. 

* 4 * Beyond is anotker room, similar to tke first . . . except tkat tkis one sports a 
living, kreatking dragon. 

* 4 * Tke dragon will not attack you. 

* 4 * Tke dragon is yotir key to tke next level. 

* 4 * Tke dragon is actually ratker cute, kut rememker wko you’re dealing witk 
kere. . . Belial, an evil. Ancient God. You can expect tke key to kis world to 
ke unpleasant. 

* 4 * All of tke otker dragons in tke two rooms kave keen killed, tkeir keads cut 
off, tkeir klood staining tke floor. 

* 4 * You must cut tke dragon’s tkroat. 

* 4 * Try jumping onto tke rim of tke kasin to get close enougk, tken use a sword 
or otker klade. As tke dragon’s klood fills tke pool, a secret door will open 
keyond. Hurry tkrougk tke door. 

* 4 * Follow tke passage keyond tke secret door. It leads to a room witk a 
strangely lit floor. Stepping onto tke floor teleports you to . . . 


The SUBTERRAHEAn Caverhs 

* 4 * ’Tkere are lots of Hive Warriors on tkis level. Kill tkem or avoid tkem and 
keep going! 

* 4 * You need to find tke entrance to tke Hive Motker. 

* 4 * Look out for Hive Guardians. Tkese are larger tkan Hive Warriors, krown, 
armored, and extremely dangerous! 1 

' 4 ' You will encounter more Guardians as you approack your destination. 
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* 4 ? Tkere are Hive Guardians near tke entrance to the Hive Mother. They are 
being produced from vents in the cei ling. 

*4* You must reach a circular room far to the southwest of the place where you 
entered this level. 

* 4 * You will pass another circuleir area on the way. The place you want is heyond 
this first room, down the long corridor leading southwest from where you 
entered. 

• 4 * If you run, you should he able to bypass most of the Hive Warriors you 
meet. Watch out for those Guardians, though — they’re nasty! 

* 4 * when you find the circular room far to the southwest of your entrance, look 
in the western wall for an opening blocked by fleshy pill ars. 

* 4 * Did you forget something, and need to get hack to the City? There’s a way, 
hut it’s not as simple as just going hack the way you came. 

* 4 * In the first cavern you will see foiur crystals on the floor. Spark the crystals, 
and a teleport platform appears. This will get you hack to the City of the 
Ancients. 



The HiVE Utiother 

Yes, she’s the only way to reach Belial. This i, 
going to he a messy business. 

* 4 * Attack the entrance to the Hive Mother. 
Her weak point is to the south. 


* 4 * Watch out for any nasties that followed you into the room! 

* 4 * Attack the organs of the Hive Mother, moving into her body. 
* 4 * when you can pick a direction, try going to the left. 

You need to place something on one of the organs. 
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'll* Place a war cluster on tke pvJsating valve. Tkis opens a valve to tke left. 

* 1 * Go left. 

* 1 * Beyond tke valve, look for a dead and decayed organ kanging fr om tke ceil- 
ing to tke ri gkt. B1 eck... 

* 1 * Click on tke decayed organ and it falls off. 

•I* After a few seconds, a Hive Guardian arrives and replaces tke dead organ 
witk a live one. 

ll* Now you can go tkrougk into Belial’s Ckamkers. 


BelIal's Chadibers 

You’re almost tkere! Tkis is tke final set of ckamkers, tke place wkere it all 
comes togetker. 


WtTHin THE Chadibers 

*1* You’ll find yomself first on anotker layer of tke Sukterranean Caverns, kut 
don’t despair. You only need to go forward a few feet, and you’re out. 

it* Have your weapons ready! 

*1* You’ll enter tke next area and find yourself facing a monstrous statue of tke 
evi 1 god Bel ial. 

it* if you’ve keen nice to Baccata in tke past, you’ll ke treated to an exciting — 
and tragic — movie. 

it* if you’ve attacked Baccata in tke past, you’re on your own! You’ll kave to 
face tke statue ky yovurself. 





1 
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I 
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You must kill tke statue. 

Ckeck tke statue after it’s dead! Tke Horn of Belial is a potent weapon 
indeed! 

Continue akead into Belial’s Lakoratory. 

'Tke flying tkings are Ligkt Swarmers. Tkey won’t kurt you, kut tkey may 
steal an Ancient’s Stone, if you kave one on you. 

Doesn’t look like tkere’s any way out of tkis first room, does it? 

Wkat akout tkose kars in tke wall, wkere tke klood is flowing out? 

’Tkey ’re pretty fragile. Try attacking tke kars witk yom: sword. 

You must turn into a lizard to get tkrougk tke tiny opening you’ve made. 

Be sure you put a protection spell on yourself! Tkat klood kurts! 

And move fast kefore yom lizard drowns! 

But not too fast. Stop as soon as you kit dry ground, or you migkt find 
yomself in Jeep troukle! 

Can you find tkree switckes on tke far side of an aci d-filled canal? 

You must kit tkose switckes witk missile weapons to close tke flood gate. 
’Tkrow tke switckes again to clear tke slime from tke next ckamker. 

Most kows or crosskows will work. 

Longkow Skift will not. 'Tke Axe of tke Long Arm will work, altkougk you 
migkt kave to make a numker of tkrows. 

Witk tke switckes tkrown, tke floor keneatk tke acid slime will rise, allow- 
ing you to walk across to tke otker side. 

If you fall in, tkere’s a klock or pylon to tke west tkat you can scramkle up 
onto. 

Use a protection spell if you ventme into tkat green gunk. It’s acid, and it 
will kill you. 

Don’t let yomself ke swept off downstream. Tke acid slime flows into a Jeep 
pit, and you will die. 

if you didn’t kring along a decent ranged weapon, you may still ke akle to 
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jump across. You’ll kave to ke lined up precisely rigkt, kowever, and prokeikly O 
kave to try many times. pl| 

•i? Next time, kring along a decent kow! " 

I 

*4* if you’re trying to use tke Axe of tke Long Arm, tkat left-most switck may 

give you some troukle. Try wading into tke slime, moving close, looking up, I 
tken try to kold your position against tke current wkile you take aim at tke 
last switck. Careful, tkougk. if you lose your axe, you’re out of luck. Save 
first, kefore you try tkis! 

Once you’re across, follow tke patk on tke far side. 

*4* You’ll find yourself dropping into an acid slime sewer. ’Tkere’s something 
nasty in tkere. Use protection spells to keep from getting kurt! 

*4* Keep moving to tke east. Eventually, you’ll come to a drop-off into a larger 
slime canal. 

*4* Drop down tke slime canal (yuck!) and follow it around to tke soutk. ’Tke 
ceiling grows lower and you’ll ke on tke point of drowning, kut nm! Tke 
canal will take you to a large reservoir room in tke soutk. 

*4* After entering tke inner sanctum, find a set of golden doors. Click on tkem 
to enter. (Don’t forget to wipe your feet first. ’Tkey’re still covered witk acid 
slime, and tkat stuff is really kard on tke carpets.) 

*4* In tke green kallway, look for more golden doors. 

t4* You want tke second set of golden doors on tke ri gkt. Click on tkem to go 
tkrougk. 

*4* Tkis is Belial’s Summoning Ckamker. 

*4? You’ll know it ky tke kuge, klood-stained symkol on tke floor, and four m 

gkostly skulls on tke walls. H 

*4* Cast Level 1 Mist of Doom spells at tke skulls on tke walls. Tkis summons jj 
Belial’s Imp. You’ll kave to figkt kim. * 

I 

•4» Try ducking kack into tke corridor to tke nortk to recuperate, and also toi j"| 

keep kim from getting kekind you. . ■ 

*4* Once tke imp is dead, you seem to ke stuck. ’Tke corridor to tke'iSl^liits • 
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a dead end. 

* 4 * You need to d( 


o eometking witk tke imp’s tody. 

• 4 * In anotter room nearty, tekind tke first set of golden doors, you’ll find 

tkree fountains of tlood, and a circle on tke floor keneatk anotker floating 
skull. 

r4» Drag tke tody into tke room witk tkree klood fountains and deposit kim on 
tke symkol on tke floor. Tkis opens tke way to Belial’s Lakoratory. 

* 4 * Have you keen playing Lutker as good or as evil? Depending on your past 
actions, an evil Dawn may appear in tke klood kowl room. Ske will try to 
tempt you. 

* 4 * if ske fails to seduce you, ske will try to kill you. 

* 4 * Move onto tke elevator to make it descend to tke level of Belial s Birtking 
Ckamker. 

* 4 * Have you keen playing Lutker as good or as evil? Depending on yoiur past 
actions, a good Dawn may appear at tke kase of tke elevator. 

• 4 * If you encounter tke good Dawn, ke sme to kear everytking ske kas to say. 

* 4 * Click on ker at least tkree times. On tke tkird time, ske accuses you of 
teasing ker, and gives you tke Ruky of Trutk. 

* 4 * Exit Belial’s Lakoratory tkrougk tke kloody tunnel to tke east and enter . . . 




The BiRTHtnc Chahibers 

Do you know kow to control yoin: curse yet? Have you 
raised your magical powers to tke point tkat you can 
now expel your curse? You’d ketter kope so, kecause 
tkis is your one ckance to rid yovurself of tke cmrse . . . 
and, just incidentally, to save tke world. 


In fact, wken you entered tke Mantle Skrine, kack i 
tke City of tke Ancients, you acquired tke power to 
expel your cmrse. And now is tke time to use it! 


The BiRTH of BelIal 

•ll* Tkere’s not a lot to tkis level. All you kave to do is face Belial kimself as 
is rekorn. 

You’ve faced several early attempts — tke Hive Lords — already, eack 
stronger and smarter tkan tke last. But now you face tke real test. 

Ht* ’Tke first room is tke Womk. Here, Belial’s emkryo is awaiting rekirtk. 

if you don’t kave tke Mantle of tke Ancients, you can’t expel yom: curse. 
(See City of Ancients for more information.) 

Expel yomr curse into kim, causing kim to ke korn too soon. 

*4* Expel yom: cmrse ky casting a Level 6 Control Spell into Belial’s emkryo. 
Once you do tkis, you can no longer morpk. 

•4* Tke emkryo is tke unpleasant-looking lump on tke floor, and will reflect 
yomr spell kack at you, painfully. 

*4* Now, quickly, kefore ke grows too strong . . . kill him\ 

*4* Unfortunately, ke’s pretty quick for a newkom. You’re going to kave to 
ckase kim down. 

*S|* ’Tkose imps ke tosses at you don’t kelp! 

For a few moments, kowever, Belial will ke weak, kotk pkysically and in 
magic. 

*4* You can do tkings to retard kis development. 
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• 4 * Tkere are tliree rooms teyond tke Birthing Chamher that provide Belial 
with toth health and magical power. These are his Empowerment 
Chamhers. 

•4* In each chamher, Belial will increase in power. Somehow, you’ve got to keep 
him from kecoming too strong, if you fail, you cannot kill him. 

• 4 * Speed and accuracy are everything! The faster you move, the less time 
Behai has to prepare himself. 

* 4 * Did you, hy any chance, bring along some cave crystals from the Draracle’s 
Caverns? You can use them to quickly open doors here, if not, well, you re 
going to have to hash those doors open. That takes time. . .and time is what 
you do not have! 

• 4 * As you race down the corridor, a spell develops ahead of you. Keep moving! 

The first EinpowERmEnT Chaiuber 

* 4 * In the first Empowerment Chamher, you will find a pool filled with a magi- 
cal liquid. Belial will he draining this pool. . .and the more he takes, the 
more hit points he receives. 

• 4 * You must interrupt him before he drinks his fill. The sooner you can drive 
him off, the better! 

* 4 * More imps! You'll have to deal with them first. 

• 4 * That energy field hmrts, hut the pool will also improve your hit points. 
However, you can’t get across while the energy shield is active. 

* 4 * You must destroy the crystals on the ceiling to get through. 

• 4 * Try using a Fireball Crystal on those. You were able to pick some up hack in 
the City of the Ancients. 

• 4 * A Level 6 Spark Spell will work nicely too. 

The Secohd EiiiPOWERmEnT Chaiuber 

• 4 * In the second Empowerment Chamher, Belial is drawing mana, raising his 
level of magical power. Again, the longer he can feed uninterrupted, the 
more formidable he will he. 

• 4 * Drive him off, fast, to keep his magic level as low as possible for your final 
encounter! 



To reack kim, you’ll kave to cross tkose moving platforms, leaping from one 
to anotker to get to tke far side of tke room. How quickly and accurately 
can you time and make tkose leaps? 

It’s a lot like jumping across moving ice floes. . .kut you can’t afford to waste 
any time! 

•4* Here, you may meet Scotia, Lutker’s motker. . . and you will kave to get past 


it you can make yomrselt mvisihle, she can t see you. bhe is also susce] 
to tke power of tke Ruky of Trutk, if you got it earlier from Dawn. 

Click on tke klue orks on tke far side to deprive Bekal of tkeir power, 
migkt gain some mana from tkem as well. 


The Third EmpowERiiiEnT Chahiber 

it* Tkis is wkere Belial keeps kis armor. You’re in a race ag 


*4* Gatker all of tke equipment tkat you can find. 

*4? ’Tke more of kis armor and equipment tkat you can find and pick up, tke 
ketter for you, and tke worse for kim. 

* 4 * Make your way to tke far side of tke room as fast as you can. 

* 4 * But watck it! Tkose moving columns eire dangerous! 

* 4 * Avoid running into any of tke moving okjects. if you get keneatk tke pillars 
as tkey descend, tkey will crusk you. if you touck a torck, you will get kit ky 
a firestorm attack. 

* 4 * ’Tke ice columns are tke most dangerous, if you touck tkem, tkey will suk- 
ject you to an ice storm attack. 

* 4 * Rememker tke puzzle in tke Skifting Maze in tke City? You must use tkat 
to your advantage kere. 

* 4 * A sword works on solid okjects. A freezing Mist of Doom spell puts out 
flames. An icy vapor can ke dispelled ky fire. 

* 4 * A floating, rotating klock of stone lies near tke entrance to tkis ckamkei; to 
your left. Find it and destroy it witk your sword! ^ ^ 

* 4 * Tkis stops tke moving pillars. 

* 4 * A kovering spkere of flame controls tke torckes. Find it an d put it oilt 
a Mist of Doom spell. ■ 


A kovering cloud of frozen vapor controls tke ice columns. Hit it witk a fire spell 
to raise tke ice. 

You must destroy all tkree magical items quickly, if too muck time passes kefore 
you get tkem all, tkey will reactivate. 

Belial's Dragonscale Armor — potent stuff tkat lets you tkrow and survive devastat- 
ing fire attacks if you get it all — is kidden in kere. 

At tke nortkem end of tke room is a doorway klocked ky massive, iron pillars. You 
can smask tke door or open it witk a cave crystal, kut you must destroy tke tkree 
magical items — stone, fire, and ice — to raise tkose kars! 

At tke very end, Belial may conjmre up a spectral image of tke Draracle to stop you. 

*4* if you’ve keen playing Lutker as an agent of Good, and kave tke Ruky of Trutk, 
you can dispel tke Draracle’s image easily. 

*4* if you’ve keen playing Lutker as evil, you’ll run into tke real Draracle after you ve 
dealt witk Belial. And ke will not ke kappy witk you, kelieve me! 


The FtnAL ConpRonTATion 

•4* Beyond tke last Empowerment Ckamker is a final room. Here, you will meet Belial 
and figkt kim to tke deatk. 

* 4 * He will figkt you witk all tke magic at kis disposal, and may conjmre more imps to 
attack you. Be ready! 

• 4 ? You’ll kave your kest ckance if you’ve driven kim from eack Empowerment 

Ckamker kefore ke was fully ready, and if you managed to grak some or all of kis 
Dragonscale Armor. Darkstorm and tke Horn of Belial are potent weapons against 
kim. 

• 4 * You’ll kave to move and figkt perfectly, making no mistakes, to defeat tkis 
terrikle foe. 

An Ancient GoJ Speaks 

So, uou actually JiJ it! You kiHeJ the ancient, dread god Belial, saved the 
world, and — just incidentally — helped me win my small wager. No, you 
really don 't want to know what the odds against uou were. I think you can 
imagine what they were, now that you’ve come all this way. 

There's a problem though, isn 't there, mu valiant ex-mortal? You began 
your quest as a curse-possessed, miserable and misunderstood farmer. You 
stand now in the Mantle of the Ancients, your blood-smeared brow 
ed with victory. And there’s Dawn, too. She Is lovely, isn't she? 


crownea 


Somehow, I have trouble believing that you will ever want to go back again 
to your fields and furrows and crops . . . . 
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Chapter Seven 
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Thig is an Ancient God Chapter, with information from omniscient 
sources! It tells you precisely what you need to do to complete the first 
series of game levels. Don’t look in this chapter unless you don't mind hav- 
ing the suspense and surprise of the story spoiled for you! 
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Tliis ckapter tells you exactly wliat you need to do to complete eac k of tke 
Spkere’s eigkt levels. Tke levels eu:e intertwined; you must go kack and fortk 
ketween tkem kefore you can complete tke First Spkere. Tkis ckapter also tells 
you wkere most of tke weapons and special items can ke found, and it provides 
you witk maps to kelp you find your way around. At tke end of tke ckapter, a 
klow-ky-klow walktkrougk presents one possikle way to get tkrougk tke entire 
Spkere. 

THE FIRST SPHERE 

Tke areas in tke First Spkere are: 

The Draracle’s Caves 
The Draracle’s Halls 
The Huline Jungle 
The Hive Caves 
The Huline Village 
The Huline Ruins 
The Huline Monastery 
The Dark Halls 
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fHE Draracle's Caves 


1. Begin 

2. Ckange into eitker lizard or 
keast 

3. Waterfall Grotto 

4. Move pillar to continue 

6. Tke Old Ore 

6. Room witk crates and weapo 

7. Fire pit and giant cockroack 

8. Bridge 

9. Doors to tke Draracle’s 






THtnGS THAT IIitGHT HAPPEH OH THiS LeVEL: 

if you try to get out of the cave hy the Bouth exit, you will get killed. 

You can click on three lights and watch them fly off through the cavern to 
the north, leading the way to the Draracle. 

*4* You can get attached hy cockroaches. (How humiliating!) They might steal 
your aloe if you have any. 

* 4 * You can peer through a crack in the wall and watch a conversation between 
Kenneth and a guard. 

* 4 * In the Waterfall Grotto, you can drown one of yom: pmsuers hy smashing 
the stalactite above a waterfall and causing a flood. Afterward, you can pick 
up the guard’s armor and weapons and some Mana Foil floating on a plank 
in the middle of the pool. 

* 4 * To slow pursuit, you can smash through a worn stone pillar to cause part of 
the ceiling to collapse, or you can ignite a pool of oil. 

* 4 * You can find the Old Ore, have a conversation with him, and find the 
shield and maces in a nearby room. 


* 4 * You can find the locked door in the Ore’s lair, break the chain to open it, 
an d find an Ancient Magic Stone inside. 

* 4 * You may encounter a giant cockroach in one of the tunnels leading to the 
Fire Pit. This is a tough battle, hut worth the experience. 


* 4 * You can enter the Fire Pit and find another Giant Cockroach. 

* 4 * You can have a confrontation with Kenneth just before the bridge. 

• 4 * You might find a switch beside the entrance to the bridge that gives you 
access to a small room with some useful items in it. Switches on the wall 
raise or lower various doors there. You can’t enter the room until Kenneth 
has made his escape and called for reinforcements. 


THincs TO Get on THis Level 

* 4 * Green Crystal Stalagmites 
* 4 * Cave Aloe 
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An Ancient GoJ Speaks 


Cave Aloe It's good stuff. You can find H in the caves you’re in 
now, and there’s some at the entrance. 

Short Swords and Shields (fr om the guards after you hill them) 

Ore Maces and Shield (from an upper chamber in the Ore Laii> after stack- 
ing some boxes to climb up to it) 

*il* Stone of Ancient Magic (in a secret chamber in the Ore Lair, after breaking 
the chain next to it) 

*l|* Halberd, Hand Axe, and Shield (in the waterfall grotto, after triggering the 
flood) 

*4* Mana Foil (in the waterfall grotto, after triggering the flood) 

* 4 * Guardian Sphere (in the secret room before the bridge) 

* 4 * Pyra Pod (in the secret room before the bridge) 

* 4 * Light Crossbow (in the secret room before the bridge) 


Tg CompLETE THis Level, you Ihusn 

1 . Go north through the caves to the Draracle’s Chamber. 

2. Pass the first roadblock along the way by morphing into either a beast or a 
lizard. 


3. Move one of the blocking colunms aside to get through. 

4. Open the door at the far side of the bridge to enter the Draracle’s Chamber; 

An Ancient God Speaks 

Bring Cave Crystals along with you. Having them is not vital, hut 
as I gaze into your future, I see you will need them later on. Bring 
along three or four during your travels. 


The Draracle's Halls 



1. Begin in outer room witk sword, armoi; an( 
Ckampion’s Stones. 

2. Switck opens the way to the Shining Path. 

3. The Shining Path. You can bypass the 
Museum of the Draracle entirely hy exiting 


10. Thohan’s Great Sword 

11. Longsword Prism 

12. Speaking Stone Exhibit 

13. Axe of the Long Arm 

14. Last Stone of Bezoar 

16. Vases with Ivory Chips 

16. Room with Lightning Crystals 

1 7. Art Gallery 

18. Time Travel Exhibit 

19. Giant Homgl asB 

20. Access to secret passage 

21 . Antechamber with Dragon’s Blood 

22. The dragon and free passage to the South 
Continent 


4. Touch the tapestry and the wall behind it to 
enter the Museum. Doors seal off the hall 
behind you after you go through. 

6. Skeleton’s Key 

6. Museum Orb 

7. Hologreim of the Great Worm 

8. Dragon’s Heart Statue 
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THinCS THAT IhtGHT HAPPEH OH THiS LEVEL 

*4* You can elect to typass tke Museum ty tkrowing tke switck tkat lowers tke 
kars to tke Skining Patk and going tkiougk. 

*4;* You can use tke Skeleton Key to listen to recorded messages tkrougkout tke 
Museum. 

•4* Skeletons will attack you and try to steal tke key. You must get it kack. 

*4* You can ignite imlit torckes witk your Spark Spell. 

*4* You can smask vases. Two of tke vases kave Ivory Ckips in tkem. 

*4t* You can take tke centerpieces of tke various exkikits, including tke 

Longswor d Prism, Tkok an’s Great Sword, and tke Axe of tke Long Arm. 

Ht* You can touck tke corpse of Belial and cause it to vanisk. 

You can attack tke Last Stone of Bezor to kreak off tkree Fire Crystals. 
Ckarge tke Fire Crystals ky putting tkem in tke flames. Tkese flames are 
magical and can ckarge dead crystals. 

*4* You may find a skeleton moving some loose kricks around in a small room. 
A Ligktning Crystal is kidden kekind some of tke kricks. 

*4* You can spark tke Dragon’s Heart Statue kekind a gate and reveal two 
Dragon Gems, tke smaller of wkick you can take. 

*4* If you lose your Skeleton’s Key, you will ke imakle to open tke kars klocking 
tke Time Exkikit, and you won’t ke akle to complete tke level. 


THincs TO Get on thIs Level 

*4* Fine Long Sword 
*4* Ckain Mail 

*4* Ch 


lampion s Dtones 
*4* Skeleton’s Key 
*4* Longsword Prism 
*4* Tkokan’s Great Sword 
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*l|* Healing Scrolls 
• 4 ? Summons Scroll 
*4* Spark Scroll 
*4* Ligktnlng Crystal 
* 4 * Fire Crystals 
* 4 * Ivory Ckips 
• 4 * Speaking Stone 
* 4 * Dragon Gem 
* 4 * Dragon’s Blood 
* 4 * Coco’s Cap 

An Ancient God Speaks 

Don t forget the Ivory Chips. You'll find one in a vase in the corri- 
dor where you find a speaking stone. The other is in the northeast 
comer of the big room near the Be2oar's Gem. 

Hold onto the chips. They figure prominently in a puzzle later on! 


To CompLETE THis Level, you Ihusn 

’Tkere are two possikle paths to completion in this level: 

Option. 1: 

1. Proceed directly through the Shining Path to the Southern Continent. 
Option 2: 

1. Find a Skeleton’s Key. 

2. Use the hey to open the Time Travel Exhibit inside the Museum, if you’ve 
lost yoxur key, there’s a switch hehind the painting of Gladstone. 

3. Break the Hoturglass. 

Smash through the east wall and go through before you die of old age. 
Click the locking bar to open the final door. 

Click the dragon to get him to fly you to the Southern Continent. 


4. 

6 . 

6 . 


CZIZIE3 


150 



fHE HULinE JunGLE 


4. Tkom Maze 

5. Entrance to tke 
Hive Cavea 

6. LizarJ exit from 
tke Hive Caves 

7. Bridg e over 
Quicksand Pit 

8. Entrance to tke 
Monastery 

9- Exit from tke 
Dark Halls 

10. Tke Huline 
Village 

11 . Water Spout in 
tke Nortkem 
River 

12. Lizard tunnel | 


14. Imp Skrine 

1 6. Exit from tke 
Imp Skrine 

16. Lizard tunnel 









THinos THAT DiiGHT Happeh on THis Level 

You can kill poisonous spiders kanging from the trees. 

*4* You can find Aloe Leaves, and you can cut Ironwood trees to collect 
Ironwood Sap. 

You can collect wax from beehives and fight a hee if you try to take 
too much. 

An Ancient God Speaks 

Don t forget to get some wax. Click on one of the heekives in ike 
trees in tke jungle. M.igkt as well get two. You cannot complete a 
cruaal fMrt of your quest witkout at least one piece of wax and two 
will make tkings easer. 


You can meet numerous Cerherus Tigers in the forest. 

As a heast, you can collapse the bridge over the quicksand. 

•it* You can encounter several search parties. 

*t* You can go talk to Kityara, and she will let you take several weapons from 
her shop. 

*t* You can attack a water spout in the northern river, causing part of the river 
to dry up. A lizard cave there leads to some hidden loot. 

*t* You can find a cave behind the waterfall in the middle river, with a 
skeleton and a Speaking Stone. You also can find a Lightning Crystal 
in the waterfall. 

•ll’ You can find the Imp Shrine with a Summon Scroll. It s very easy to die or 
get trapped here. 

*i* You can go across the Bane River Bridge to talk to the Wild One guard. 
Not very friendly, is he? 



THinos TO Get on THis Level 

•*• Wax 

Aloe Leaves 
•it* Ironwood Sap 
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An Ancient God Speaks 

It’s worth your while to gather some ironwooJ sm while you're in the 
Huline Jungle, and some amher from the Hive Caves. Mix them to 
get the Champion’s Stone. Stock up to get a JuH complement. One 
of these will let you wield the Reaver of the Great Ore for two min- 
utes, or get the most out of a lesser striking weapon when you’re in 
close comhat. 

Speaking Stones 
Ligktning Crystal 



•It* Ancient’s Stones 


*t* Storm Crystal 
*i^ Summon Scroll 


•i^ A Dagger (fr om Kityara) 

Longbow Defender (from Kityara) 

•4? Gargoyle Bracers (from Kityara) 

•i? 'Tke Axe of tke Long Arm (from Kityara, if you don’t kave it already) 
* 4 * Daniel’s Knife (from Kityara) 

*4* Great Sword Firestorm (from Kityara, in exekange for a Power Ork) 




To ComPLETE THis Level, you Ihusn 

1 . Find tke maze in tke soutkwestem corner of tke jungle, cut tkrou gk to tke 
Hive Caves, and rescue Skalla. 

2. Find and talk to Kityara. 


3. 

4. 
6 . 
6 . 



Find Baccata and talk to kim, eitker in tke village cantina or in tke jungle; 
tken go to tke Monastery and talk to Dawn. 

Get a flute from Brotker Julian in tke Monastery; tken go back to tke Hive 
Caves and find tke Runes in tke Huline Ruins. 

Take tke wax impressions you made of tke Runes you foimd in tke Huline , 
Ruins, and get eitker Dawn or Brotker Julian to translate tkem for y^u. A 

Get Daniel’s knife from Kityara. 


3^Acre: eut</ 



6. Elevator to 


7. Hive Warrior 


9. Reaver of tke 
Great Ore 

10. Amter Cave 

11 . Lizard tunnel 
leading out 
of caves 


■- 
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7. Cross tke Bane River witk Daniel’s knife, if Baccata is accompanying you, 
you don’t kave to figkt tke Gladstone Guards waiting on tke otker side 

of tke river. 

8. Enter tke Savage Jungle, after tke kridge kas keen destroyed. 


The HiVE Caves 


1 . Entrance 

2. Tke 
Executioner’s 
Nest 

3. Ckasm, witk 
koulderi 
kanging 
overkeai 

4. Lizard tunnel 
around ckasic 

5. Lava pool 






THincs THAT Hiay Happeh on THis Level 

You can Le poisoned ty tke green vapors rising from tke green cracks. 

*1^ You can fall into a ckasm (and die). 

’ll* You can use your magic to cause an avalancke, filling part of tke ckasm. 

*l* You can smask steam vents to raise rock platforms in a lava lake. 

*1* You can ke kumed alive in tke lava. 

*1* You migkt figkt tke Executioner. 

*l* You can find some armor in tke Executioner’s Nest. 

*l* You can figkt tke Hive Warrior. 

*|l* You can rescue Skalla. 

’ll’ You can find tke Reaver of tke Great Ore. 

’!• You can get caugkt in a cave-in wken trying to get tke Reaver of tke Great Ore. 
’ll* You can find tke Amker Cave. 


THincs TO Get on THis Level 

’ll* Amker 

*1* Plate Mail Vest 

*1* Reaver of tke Great Ore 


To COmPLETE THis LEVEL, YOU ItUSn 

1 . Find and enter tke Caves ky going tkrougk tke ’Tkom Maze. 


2. Kill tke Hive Warrior. 

3. Rescue Skalla — possikl 




[ly ky killing tke Hive Warrior- 


The Hulihe Village 



1. Entrance 

2. The Cantina and the 
Lizard Pit 

3. Raehar 

4. The Thieves’ Den 
6. Kelsrich 

6. Anyar 


THincs THAT IhAY Happeh on THis Level 

* 4 * You can find the Cantina, where you will talk to Baccata. 

* 4 * You can encounter a drunk. 



T 


You can talk to a skifty-looking confidant wko gives you tke password to 
tke Tkieves’ Den. 

*4* You can meet Muari in tke Tkieves’ Den. You can take a Skull Key from a 
kook on tke wall and use it to open a n\imker of doors in tke village. 

*4* if you try to take any weapons from Muari, you'll meet kis kodyguard. 

*4* You can meet Raskaiv wko repairs tke Great Sword of Tkokan in exckange 
for a Power Ork. 

*4? You can find Kelsrick and meet Anyar, tke leader of tke village. 

•4* You can kill Kelsrick. In exckange, if you don’t already kave it, Muari gives 
you tke Great Sword Firestorm kefore you sneak out of tke village, if you 
use a poisoned klade, you migkt not alert tke village. 

*4* if you kill most anyone in tke village, tke gates are closed and arckers lire at 
you. 


THincs TO Get on THis Level 

*4* A relorged Great Sword of ’Tkokan 
*4* ’Tke Great Sword Firestorm 

*4* Wax 

*4* A Skull Key 
*4* Crosskow Snare 
*4* A Tkrowing Dagger 
•4* Vel’s Fruit 
*4* Ironwood Sap 
*4* Scroll 
*4* War Cluster 
*4* Cave Aloe 

To CompLETE THis Level, you Ihusn 

1. Enter tke Village. You will ke imakle to do so imtil you rescue Skalla, in tke 
Caves. 

2. Find Baccata in tke Cantina and talk to kim, or^ failing tkat, find kim in i 

tke jungle an d talk to kim. jI^ 

3. You must talk to Baccata kefore you can talk to Dawn in tke Moaii^l^ S' i 
Likrary. 


3^tAere: ani/ 
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Level 2 Level 3 Level 4 ahd Level 6 

1 . Elevator 1. Elevator 1. Elevator 

2. Cat Cuies 2. Executioner’s Nest 2- Button Puzzle 

3. Healing Fountain 3. Cat Cute Puzzle 


Level s 

1. Elevator 

2. Cat Stone Puzzle 

3. Secret Door 

4. Ring of Regeneration 
6. Hive Warrior 


Level i 

1. Elevator 

2. Rolling tall trap 
(witt tealing scroll) 

3. Exit to Level 8 


Level s 

1. Elevator 

2. Entrance from Level 7 

3. Fire and Oil Trap 

4. Wtirling Blades 
6. Secret timnel 

6. Boulder room 

7. Rune Ctamter, ladder 
going down 
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THincs THAT Hi AY Happeh on THts Level 

*4* You could die in any one of a number of different korrible and creative ways. 

You can figure out tke various puzzles tkrougkout tkis level. Solving eack 
opens secret doors or lowers ramps or exposes tunnels tkat yield secret items. 

* 4 * You may enter an area tkat causes you to randomly morpk. 

* 4 * You can encounter anotker Executioner and anotker Hive Warrior, and figkt 
tkem. 

* 4 * You can find a Ring of Regeneration, wkick will kring you kack to life once 
before it disintegrates. 


* 4 * You can find at least one Stone of Ancient Magic, wkick greatly koosts your 
magical power. 

* 4 * You can find tke Runes and make Wctx impressions of tkem. 


THincs TO Get on THis Level 


* 4 * Net of Exile 

• 4 * Two Ligktning Crystals 

* 4 * Speaking Stones 

* 4 * Ring of Regeneration 

* 4 * Deatkstroke Skield 

* 4 * Kelen’s Ring 

• 4 * Longkow Skift 

* 4 * Ancient Magic Stones 

’4* Wax Impressions of Rimes 
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To ComPLETE THiS LEVEL, YOU ItlUSn 

1. Acquire tke Flute from Brotker Julian at tke Monastery and use it to acti- 
vate tke elevator. 

2. Take tke elevator to tke lowest level. 

3. Use tke Flute to move a section of floor over tke oil pool. 

4. Find tke kole leading down to tke Runes. 

5. Ligkt tke krazier akove tke entrance to tke Runes. 

j 

6. Have at least one piece of wax witk you. Tke easiest source is tke keekives 
kanging from certain trees scattered akout tke Huline Jungle, altkougk 
tkere are otkers. 

7. Enter tke Runes Ckamker. Use Wax to make at least one impression of tke 
Runes, if you make two impressions, you can give copies kotk to Brotker 
Julian and to Dawn. 

8. Return to tke elevator, return to tke Hive Caves, and leave tke Caves ky tke 

front entrance, wkere you meet Dawn, (if you kaven’t scared ker o ff yet.) J 


The HuLinE Hioiiastery 

Tkere are fotir areas in tke Monastery tkat can ke accessed from tke entrance 
kail. Tke door on tke left leads to a Storeroom. Tke arckway to tke ri gkt of tke 
Storeroom door leads to tke Likrary. Next on tke ri gkt is tke doorway to tke 
Garden, and tke last door on tke rigkt leads to Brotker Julian’s office. A ioor 
in tke kack of tke Storeroom leads to a kackroom witk a lot of crates, a kook- 
case, and a door to tke Garden. 


I 

I 

I 
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THincs THAT Hi AY Happeh on THis Level 

*4* You can talk to Brotker Morgan in tke Garden. 

^ You can talk to Dawn in tke Likrary. 

*4* You can find Brotker Julian and talk to kim. He gives you a Magic Flute. 
* 4 * You can encounter Rixx in tke Storeroom. 

* 4 * After retrieving tke wax impressions, if you gave ker a copy, you can talk to 
Dawn in tke Likrary. Ske gives you a Dampening Ckarm in exckange for 
tke Runes. 

* 4 * After retrieving tke wax impressions, you can talk to Brotker Julian in tke 
office. He gives you a Power Ork in exckange for tke Runes. 


THincs TO Get on THis Level 

* 4 * A Magic Flute (necessary for getting into tke HtJine Ruins and for reack- 
ing tke Runes alive). 

* 4 * A Power Ork (can ke exckanged eitker for tke repair of tke Great Sword of 
Tkokan or for tke Grreat Sword Firestorm). 


To CompLETE THis Level, you Ihusn 

1 . Talk to Dawn in tke Likrary. Tkis is possikle only after you kave talked to 
Baccata eitker in tke Cantina or in tke jungle. 

2. Talk to Brotker JvJ ian. Tkis is possikle only after you kave talked to Dawn 
in tke Likrary. He gives you a Magic Flute, wkick opens tke way to tke 
Huline Ruins. 

3. Return from tke Ruins witk at least one wax impression of tke Runes and 
kave tkem translated. You may give one to Brotker Julian, wko, in return, 
gives you a Power Ork wken you leave. You may give one to Dawn, wko 
gives you a Dampening Spell if you do. if you kave two wax impressions, 
you can give one to eack. 


The Dark Halls 



1. Entrance 

2. Patk to Secret Room 

3. Hidden passage Lekind kookcase 

4. Axkoretum kidden kekind kookcase 

6. Hidden room kekind a cracked wall 


6. Rixx attacks you kere 

7. Hidden passage kekind kookcase 

8. Room kekind metal door 

9. Spectral Ork 

10. Exit window 
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THinos THAT IhAY Happeh on THts Level 

*4* You can click on crates to open some of tkem. Tke crystals inside are 
explosive and can lie detonated witk a Spark Spell. 

*4? You can pusk and skove various items, including karrels, crates, and ckairs. 

* 4 * A numker of doors close kekind you as you proceed, preventing you from 
going kack tke way you came. 

* 4 * You can go down some stairs to find some kidden scrolls. A Skade attacks 
you, and you may get sealed in. You need to smask tkrougk tke door to 
escape. 

* 4 * You can open a numker of sliding iron peek-tkrougks to see wkat’s keyond. 

* 4 * You can open a peek-tkrougk slot and use your Spark Spell to ligkt tke 
candles keyond. Skade entering tke ligkt are destroyed. 

*4^* You can enter tke Arkoretum to collect Vel’s Fruit. Clicking on tke ckain 
opens tke ceiling, causing tke trees to grow and destroying any skades wko 
kappen to ke tkere. A second click closes tke ceiling. A tkird click causes 
tke ckain to kreak. 

* 4 * You may ke attacked ky Rixx, wko is possessed. You may ke akle to use a 
Blind Spell to free kim. 

* 4 * You can find a room witk a crack in tke wall. Smask tkrougk tke damaged 
wall to find anotker room witk some useful items. 


* 4 * You can enter a kedroom and kave a Skade attack you from kekind. 

* 4 * You can klow open an iron door to get at some artifacts kidden in tke room 
keyond. 



* 4 * Once you enter tke large, circular room, a Spectral Ork kegins generating 
Skade Lots of tkem. Tkey kill you if you cannot kreak out of tke level. 

* 4 * You can move some explosives next to a window and detonate tkem to 
escape. 
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THincs TO Get on thIs Level 

Magic Scrolls 
*4* Ancient’s Stones 
Vel’s Fruit 

*lt* Rixx’s plasma Staff 
Skieli 

Speaking Stone 
*il* Stone Bracers 
*4* Fire skieli 
*4* Gauntlets of Striking 
Colim’s Amulet 

To CompLETE THis Level, you Ihusn 

1. Enter tke level from tke Monastery ky using a Spark Spell on tke 
kookskelves in tke kack room keyoni tke Storeroom, tken stack crates 
to climk in. 

2. Click on tke kookcase to tke nortkeast in tke room at tke eni of tke first 
long kail to open a secret ioor. 

Click on a kookcase at tke western eni of tke soutkern kallway to reveal 
anotker passageway. 


3 . 



To COtoPLETE THE FIRST SPHERE, 

YOU Ihusn 

Firrt, get Daniel’s knife from Kityara. 

*4* Tken, cross tke kridge over tke River Bane. 


An Ancient GoJ Speaks 


There are certain things you need to take with you to the Second 
Sph ere. You must have Daniel’s knife to speak to the Wild Ones. 



doe, with its healing properties, will also smooth the way. There’s 
Iso another use for it too! Cave crystals may seem useless now, 
ut take three or four with you. Take either a reforged Thohan’s 
'word or the Great Sword Firestorm. 


Late m the game you re going to need to do some fancy shoot 
so pick up a bow and keep it in your possession. A Longbow 
Defender or a good, light crossbow will be sufficent. 


Remember! Once you cross the River Bane, you cannot return 
again! 


A STEP-BY-STEP 
WALKTHROUGH OF THE 
FIRST SPHERE 


Here is one way to get througk tke First Spkere witk everytking you need to 
reack tke Second. Keep in mind tkat Lands of Lore: Guardians of Destiny is an 
extremely open-ended game. Tke patk tkat you follow on yoiu: quest will almost 
certainly ke different from tke one presented kere. 

Note, too, tkat tkis walktkrougk does not pick up every availakle kidden item, or 
open every secret door. Tkere’s a lot more in tke game for you to find for your- 
self tkan we can list for you kere! 


The Draracle's Cave 

1. Go nortk tkrougk tke caves, avoiding tke guards if possikle. Collect at least 
one Green Crystal to use as a weapon and as muck Cave Aloe as you can 
find to keal any wounds you may receive. 

2. In tke passageway witk tke low ceiling, you will morpk into eitker a lizard or 
a keast. As a lizard, you can eitker keep going or return to tke koiJder and 
go around it. As a keast, go kack to tke koulder and skove it aside. 

3. if possikle, kill tke guards wko attack you and take tkeir weapons, if you 
can’t kill tkem, run! 

4. Take a side passage going east and enter a room witk several waterfalls and 
a central pool. Go to tke fartkest waterfall and attack tke stalactite over tke 
waterfall to cause a spectacular flood tkat sweeps away one of your pursuers. 

6. After tke flood, go down to tke center of tke ckamker and gatker some use- 
ful items, including some Mana Foil, wkick restores your magical powers. 

6. Go kack to tke main patk and turn rigkt. At tke entrance to tke small kail- 
way, skove one of tke pillars aside and go tkrougk. 
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7. At the trancking of the cavern, take the right fork. Go through the large 
square chamher and into a smaller cavern heyond. Find the Old Ore and 
hear what he has to say. 

8. Find the small cavern with crates on the floor. Stack the crates to reach the 
alcove high up on the wall. Take the sh ield and at least one mace. 

9. Find your way through to a passage leading northwest to a large chamher 
with a fiery pit. Shirt the chamher to reach the exit on the north side. Keep 
heading north. 

10. Go across the bridge and click on the doors heyond. Enter the Draracle’s 
Chamhers. 


The Draracle's ItiusEuni 

11. Go to the room before the Shining Path and take a long sword, some chain 
mail, and two Champion’s Stones from the table. 

12. Touch the tapestry and the wall to open the secret passageway. 

13. You may want to spark some of the torches hanging on the wall to light yoiur 
path, if you can find your way to the Scroll Room, you can spark a pilot 
light in a hidden compartment in the wall to light all the torches in the 
Museum. 

14. Find and take the Skeleton’s Key from the wall to your right at the end of 
the passageway. You have to fight a couple of animated skeletons who 
attack. Use the Ore Mace and Spark Spells for the best chance of winning. 

15. Expl ore the Draracle’s Museiim, using the Skeleton’s Key to listen to the 
various tour announcements and to operate certain museum mechanisms. 

16. If a skeleton attacks you and runs away, check to see if he’s stolen your 
Skeleton’s Key. if he did steal it, you must chase him down and kill him to 
get the key hack. 

17. Click on the Museum Orh, at the end of the hallway through which you , 
entered the level, to hear a voice talk about the Museum. The lights^ or^|^ 
reveals a panel in the floor in front of it. Clicking on the panel raises^ 


o/u/,.^uweKf 
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Skeleton’s Key pillar that opens the way (one way) into the Scroll Room. ll 
you use this method, he sure to retrieve your key from the pillar when you’re 
done. 

18. Take the various items you find. In particular, look for the Broken Sword of 
’Thohan, the Long Sword Prism, and the Axe of the Long Arm. 

19 . The Axe of the Long Arm can provide an alternate access to the Scroll 
Room, if you don’t hack off the platform quickly enough, you find yourself 
at the bottom of a pit. As a lizard, you can follow the lizard tunnel west 
until you come to a secret chamber containing four scrolls. A button on the 
south wall opens the door leading out behind the Museum Orb. A panel on 
the same wall opens to reveal a pilot light. Spark this to light all the torches 
in the Museum. 

20. Find the Time Exhibit in the eastern end of the Museum. Use yovu 
Skeleton’s Key to open the bars. ’The switch behind the painting of 
Gladstone also works. A skeleton inside will attack you. 

21. Go to the Hourglass Exhibit and use your mace to smash the glass. Quickly, 
then, before you die of old age, turn to the right and smash through the east 
wall. 

22. Enter the secret passage and follow it, first south, then around to the east, 
and finally to the north. Fight the skeleton in front of the door and pick up 
the Dragon’s Blood — both on the skeleton and in the corner. 

23. Click on the beam to unlock the door. Go through and click on the dragon 
to he transported to the Southern Continent. 

The HuLtnE funcLE, the HtVE Caves 

24. Expl ore the Huline Jungle. Talk to the guard outside the Village, and to the 
parties of women searching for Shalla. 

25. Find Kityara’s hut in the Jungle and talk to her. She lets you take several 
weapons, including Longbow Defender and some Gargoyle Bracers. She 
gives you the Axe of the Long Arm if you didn’t get it earlier in the 
Museum. She won’t part with the Great Sword Firestorm, howeveiv for 
anything less than a Power Orb. 


26. Make your way to tke soutkwest. Find tke Tkom Maze and start Lacking 
tkrougk — using a weapon or magic if you are kmnan, your Lands if you are 
a Least, and magic if you are a lizard. Consult your automap to keep moving 
in a soutLwesterly direction. 

27. Exit tLe TLom Maze and enter tLe Hive Caves. Descend into tLe caverns, 
picking up AmLer as you see it. Avoid clouds of green mist aLove tLe gl OW- 
ing cracks; tLey’re poisonous. Avoid killing tLe Executioner, if you can, Ly 
sta}ring away from Lim. 

28. Find a suit of plate armor inside tLe Executioner’s nest. Use a Spark Spell 
on tLe Loulders Langing aLove tLe cLasm to create a Lridge. WatcL tLe 
Executioner figLt tLe Hive Warrior tLrou gLtLe crack in tLe wall. 

29. Go into tLe cLamLer and finisL off tLe Hive Warrior. Find tLe small cave 
wLere SLalla Las Leen trapped, near tLe Lody of Ler cLild. Talk to Ler and 
watcL Ler leave. 

30. if you like, rettirn to tLe ri gLt-Land passageway, tLen Lotfoot it across tLe 
lava to find a cave witL tLe Reaver of tLe Great Ore, and anotLer cave witL 
lots of AmLer. Move fast once you graL tLe giant sword; tLe roof caves in as 
soon as you do. 

31. Find tLe entrance to tLe Huline Ruins. You’ll need to come Lack tLis way. 
Don’t waste your time on tLe symLols on tLe cave wall. TLose aren’t tLe 
Runes you’re looking for. 


The HuLinE ViLLAGE, the HuLinE 
EtionASTERY, THE HuLinE Ruins 



34. Find tLe Cantina and 
meet Lim later near tL 
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36. Leave tke town anJ. go to tke Monastery. Click on tke arckway to tke left to 
talk to Dawn in tke Likrary. After talking to ker, click on tke ri gkt-k and 
door to gain admittance to Brotker Julian. He suggests tkat a copy of tke 
Rimes inside tke Huline Ruins mi gktk ave a kearing on your condition. As 
you leave, ke gives you a Flute. 


36. Return to tke Hive Caves. Along tke way, if you kave not done so already, 
find a keekive kanging from a tree and click on it twice to get two pieces of 
wax. Back off after tke second click to avoid keing attacked ky a kee. 


37. Go kack tkrougk tke Tkorn Maze and into tke Caves. Go to tke entrance 
of tke HiJine Ruins and use tke Flute to summon an elevator. Click on a 
symkol on tke vertical staff to move to anotker floor. 

38. Expl ore tke Huline Ruins. Tke only level tkat you must reack is tke one on 
tke very kottom. However^ you could pick up some useful gear along tke 
way. In particular. . . 


On Level Tkr ee, kill tke Executioner and pick up a Net of Exile and 
two Ligktning Crystals from its nest. 

On Level Five, click on tke cat statues to make tkem all face forward 
to open a secret door. Go tkrougk tke door, follow tke passage, and 
find tke Ring of Regeneration on a severed arm. 

* 4 * On Level Six, click on tke tkree kuttons — left twice, ri gkt once, tken 
top once — to raise tke ramp to tkree cat carvings. Move tke cat klocks 
into tkeir respective nickes, identified ky tke Huline symkols on tkem. 
Tkis opens two secret doors, giving you access to tke Deatkstroke 
Skield and Longkow Skift. 

*4* On Level Seven, survive tke rolling stones trap and emerge on Level 
Eigkt. Go to tke passage on tke left and place tke Flute in a receptacle, 
closing a floor over an open pool of oil. Go to tke end of tkis passage 
and watck tke wkirling klades skatter. Take tkis passage — or a secret 
passage tkrougk a kidden door in tke wall to tke left — to anotker 
ckamker witk an unlit krazier in tke wall. Avoid tke ro lling koulder, 
ligkt tke krazier, tken click on tke ladder to descend into tke kole in 
tke floor. 
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39 . Inside the Rune Chamher, click on the orh to get a Stone of Ancient Magic, 
and click on the hieroglyph-like carvings to the left. These are the “Runes* 
you’ve heen looking for. When you move closer; click a piece of wax on the 
triangular glyph. Do it twice, to get two copies. 

40. Retiurn to the elevator, ride it to the top, then exit the Caves through the 
main entrance. You meet Dawn outside the cave mouth. Give her one of the 
Rune copies. 

41. Return to the Monastery and go see Dawn in the Library. She tells you 
about the Runes’ translation and gives you a Dampening Spell Charm when 
you leave. 

42. Then go talk to Brother Jul ian. Give him your remaining wax impression. 
He translates it (it’s a different message from the one Dawn gave you) and, 
when you leave, he offers you a Power Orh. Take it. 

43. Click on the left-hand door to talk to Rixx and to note where the Dark 
Halls adventinre will begin later. 

44. Return to Kityara’s Hut in the Jun gle. Talk to her and give her the Power 
Orh in exch/lnge for Firestorm. (Alternatively, go to the Village, meet 
Rashar, and give him the Power Orh so that he can reforge Thohan’s Sword. 
Find the cellar leading to the Thieves’ Den and talk to Muari. Take the 
Skull Key hanging on a hook and use it to break into the huts in the village, 
acquiring Crossbow Snare and a Throwing Dagger when you find them. 
Find the Capt ain of the Gruard, Kelsrick, and kill him. Return to the 
Thieves’ Den, see Muari, and get the Great Sword Firestorm from him 

in exchange for killing Kelsrick. He shows you a secret route out of the 
village.) 

46. Meet Kityara in the jungle. She gives you Daniel’s knife. 
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The Dark Halls 

46. Rettim to die Monastery. Click on tlie door to tke left. Click on tke tack 
door to enter tke room witk tke kookskelves. Use a Spark Spell against tke 
skelves against tke wall to klast open a kole. Stack crates to gain access to 
tke kole. 

47. Go tkrougk tke Dark Halls. At wkat appear to ke dead ends, click on kook- 
cases to open secret passages. Wken Rixx attacks you, kill kim and take kis 
Plasma Staff, or else dazzle kim witk a Ligkt Spell and free kim of kis pos- 
session. Use Longsword Prism against tke Skade tkat attack you. 

48. Past Rixx, find a room witk a crack in tke far wall. Smask at tke crack to 
kreak tkrougk into anotker room. Searck tke room for some useful items. 

49- Tke passage ends at an iron door just past a large ckamker witk a Spectral 
Ork. Don’t enter tke large room at first, if tke Skade aren’t pressing too 
close rigkt now, open a small crate of explosives and skove it against tke 
iron door. Use a Spark Spell to detonate tke crate, klasting open tke door. 
Inside, you’ll find many fine items Click on tke kookcases to find Colim’s 
Amulet, wkick can kelp klock attempts to steal your magic. 

60. Outside tke room, click on anotker crate to open it, tken drag it into tke 
large ckamker to just under tke sixtk kricked-up window to tke left. Wken 
you enter tke ckamkeiv tke Spectral Ork kegins generating Skade and you’ll 
kave a figkt on your kands. 

51. Use a Spark Spell on tke explosives ky tke window. ’Tke klast Opens a liole, 
enakling you to scramkle out. 

FiniSHinc Up 

62. Go to tke k ridge across tke River Bane, east of tke HiJine Jungle. Find 
Baccata asleep under a tree, and click on kim to wake kim. Follow kim 
across tke kridge to talk witk tke guards. Watck as Hive Warriors destroy 
tke otker side of tke kridge, and Baccata and tke guards leave to find Dawn. 
Continue around tke tkom karricade . . . and into tke Second Spkere. 

Tkat’ s it for tke First Spkere! Now it’s time to ckange disks again and move on 

to tke Second! 








Chapter Eight 


_5^ 5^Aere.' a/it/ 




T%i$ 10 an Ancient God Chapter, with information from omniscient 
sources! It tells you precisely what you need to do to complete the secom 
series of game levels. Do not look in this chapter unless you don’t mind 
having the suspense and surprise of the story spoiled for you! 


Tkis ckapter tells you exactly wkat you need to do to complete eack of tke ei gkt 
levels in tke Second Spkere. It also tells you wkere most of tke weapons and spe- 
cial items can ke found and provides you witk maps to kelp you get around. At 
tke end of tke ckapter, a step-ky-step walktkrougk presents one possikle way to 
get tkrougk tke entire Spkere. 


Keep in mind tkat tke actual order of events and encounters may ke different, 
depending on kow you decide to carry out your various tasks and searckes. 


THE SECOHD SPHERE 


le areas in tke Second Spkere are: 


•4* Tke Dracoid Ruins 
* 4 * Tke Dracoid Cemetery 
* 4 * Tke Claw Motmtains 




fHE Savage funcLE ^ 


1. Begin 

2. Patk beside River Bane 




3. Entrance to tke Huline Temple 

4. Entrance to tke Wild One Settlement 

5. Entrance to tke Dracoid Cemetery 

6. Entrance to tke Dracoid Ruins 

7. Tke Skaman’s Treasure Cacke 

8. Tke Lampligkt Lairs 

9- Teleport from Dracoid Ruins 

10. Tuani Hut 

11. Tke Larkkon and exit to tke Claw Mountains 


5^/u/ 5^Aere: am/ .^uwe/if 
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THinCS TO GET on THiS LEVEL 

*4* Brook FlounJer 
Vel’s Fruit 
Lampligkt Hggs 
*4' Venom Sacs 
*4* Scrolls 

A DracoiJ Sigil, tke key to tke DracoiJ Cemetery 
•1? A Crystal Skari (if you decide to kill tke Skaman) 
Ancients’ Stones 
'll* Control Ckarms 


THinCS TO GET inSiDE the SHAlHAn'S 
Treasure Cache 

'll* Kieman’s Circlet 
•I? Amarantk Serum 
'll* War Blade 
'll* A Scroll 

'll* Dampen Ckarm (if you didn’t get one from Dawn) 


Note: You need a Crystal Shard to enter the Treasure Cache. You can 
ohtain a shard only hy hilling the Shaman or hy getting one from the 
Huline Temple much later in the game. 


{ 
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THinGS THAT miGHT HAPPEH OH THiS LEVEL: 

You could fall into a Wild One trap. You can escape ty attacking tke rope. 

You could Le attacked and poisoned ky Lampligkts. 

•It You could find tke Lampligkt Lairs, explore tkem, and find tke Lampligkt 
Queen. You can kill ker and take ker eggs. 

•It You can find tke HtJine Temple and talk to tke Caretaker. You’ll see Belial 
come out and drag tke Caretaker inside. 

You can find tke Wild One Settlement, skow Daniel’s Blade to tke guard, 
and go inside. Inside, you can talk to Daniel, a kerkologist, and tke 
Skaman, Malik. 

You can find tke entrances to tke Dracoid Ruins and tke Dracoid Cemetery. 

You can find tke Skaman’s Treasure Cacke and kgkt tke skvJl torckes to 
raise stairs. You will not ke akle to open tke Cacke, kowever, witkout a 
Crystal Sk ard. 

You can participate in a ritual tkat lets you kecome a Tuani Warrior, and a 
memker of tke trike. You must kring Silverleaf from tke Dracoid Cemetery, 
tken figkt Daniel, for tkis to kappen. 

*4* After kecoming a Tuani Warrior, you are given Amarantk Serum. In order 
to go to tke Claw Moimtains, you must make Larkkon Vapors ky comkining 
tke serum witk tke Silverleaf you got from tke Cemetery. 

•4* Instead of kecoming a Tuani Warrior to get tke serum, you coiJd kill tke 
Skaman. You will find on kis kody a Crystal Skard tkat will give you access 
to kis Treasure Cacke. Inside is Amarantk Serum and a numker of otker 
useful items. 

* 4 * Once you kecome a Tuani Warrior, you are admitted to tke Tuani Warrior’s 
kut, wkere some Ancient’s Stones and otker artifacts await you. 


3^/u/ 
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An Ancfeni God Speaks 


There are some lizard tunnels in the southeastern part of the 
Savage Jungle, not far from the Lamplight Lairs. You can find 
them hy entering some of the hollow trees in the area and looking 
for lizard-sized crevices, going down. 

It’s worth exploring these tunnels. There’s a cache of Ancient 
Stones down there, if you can find them. There's also a long, long 
tunnel, leading south from the southwestern part of the tunnel 
complex, that leads you into the Dracoid Ruins. 

Don’t get too excited, though. There’s a Ssar nearhy, and getting 
past him will take some doing! 

To COmPLETE THiS LEVEL, YOU DiUST. 

1. Find tke Huline Temple anJ. talk to the Caretaker. 

2. Find the Wild One Settlement, gain accesB, and talk to the Shaman, who 
will give you a key to enter the Dracoid Cemetery. 

3. After completing the Dracoid Ruins and Dracoid Cemetery Levels and col- 
lecting a Silverleaf, you must take the Silverleaf to the Shaman. 

Either 

4. Become a Tuani Warrior hy fighting Daniel. After you are admitted to the 
trihe, you are given Amaranth Serum. 

Or 

4. Kill the Shaman, get the Crystal Shard from his hody, open his Treasure 
Cache, and get Amaranth Serum there. 

6. Blend Silverleaf with Amaranth Serum to make Larkhon Vapors. 

6. Make your way across the river to the east of the Savage Jungle. 

7. Put the Larkhon to sleep with the Larkhon Vapors so you can reach the 
Claw Mountains. 










THtnCS TO GET on THtS LEVEL 

* 1 ? Gorgonite NodiJes (click up to three times on a dead Stone Squid) 

*4* Stone Cute 

Gauntlets of Might 

*t* Bracers of the Dead (a necessary item to complete the level) 

•4* War Axe Traitor (hidden in a secret compartment in the Emperor’s 

Bedroom in the Palace; click on the small gargoyle above the ted to open it, 
then move fast to reach the secret opening on the opposite wall before it 
closes again) 





Ring of Regeneration (in a secret room behind the thrones, when you press 
the button on the arm of one of the thrones) 


THtnCS THAT miGHT HAPPEn on THtS level: 

*4* You will be attacked by Ssar and by Stone Squids. 

* 4 * You might find numerous artifacts, including Stone Cubes, the War Axe * 

Traitor, Gauntlets of Might, and other items. 

* 4 * You can find a Teleport Chamber that takes you directly to the Emperor’s 
Palace. 

• 4 * In the Palace, you can find a Teleport Room that takes you hack to the first 
Teleport Chatidier, to the Savage Jungle, or to the Dracoid Cemetery. 

* 4 * The first time you are defeated by a Ssai^ you will find yourself in an arena jiSt 

where you must battle a giant Executioner. 



lown 


* 4 * if you float into a large lake, you will he eaten by the giant worm. 

* 4 * In the Mage’s Towen you can find the Gaimtlets of Might. 

* 4 * In the Mage’s Tower, you must find the Ssar Priest, talk to him, then kih 
him to get the Bracers of the Dead. 




s, 

,atwi 

You can put on tke Bracers of tke Dead in tke presence of tke Priest’s tody, 
and talk to its spirit. 

9jjp 

Near tte center of tte Ruins, you can find some pipes and click on ttem to 
start tke water flowing. 

*4* In tke Prison Cells, on tke west side of tke ruins, you can pusk a kutton to 
enter a cell, if you do so, you will find yovurself locked in until you smask 
your way out. 

An Ancient God Speaks 

You must do some searching, hut there are a few useful artifacts 
lying ahout down here. You might take a look at some ruined hous- 
es toward the southeast of the Ruins. There’s an iron rod lying 
down there that will help deflect any spark spell aimed at you, kind 
of like your own persona! lightning rod. 

And, if you can find a place where you can push and shove crates 
to get at a secret place way up high, you might he able to find the 
Stone of the Cohra. It’s worth the search, believe me! 

To COMPLETE THiS LEVEL, YOU DlUST. 

1. Enter tke Mage’s Tower. 

2. Kill tke Ssar Priest to get tke Bracers of tke Dead. 

3. Use tke Teleport Ckamker in tke Palace to go to tke Dracoid Cemetery, get 
an Urn from tke gkost of tke Dracoid Priest, and return. 

4. Pusk tke kody of tke Dracoid Priest on tke funeral pyre, spark tke two 
Dragon Claw Pedestals to cremate tke kody, and tken collect tke askes in 
tke Um. 

6. Teleport from tke Ruins again, and return witk tke Emperor’s Remains 
from tke Dracoid Cemetery. 


6. Place tke Emperor’s Remains on the Statue of Belial to animate the statue. 
Follow the statue and watch it fight a giant worm. 

7. After the battle, you must smvive drowning in the caves hy running into a 
room ahead and to yomr right, leaping onto a table, leaping onto another 
table, leaping into an opening in the wall, following the tunnel around to 
the rapidly flooding chamber, push the wooden platform into the water, and 
step onto the platform as it rises beneath you. Simple! 

An Ancient God Speaks 

Tke first time you’re defeated hy a Ssar, you may find yourself 
transported to a dungeon cell. Stay there too long, and the floor 
drops away, leaving you up to your neck in lava. 

The only way out is through the door to the east — and that puts 
you in an arena with a large and angry Executioner and a hunch 
of screaming, hissing Ssar in the bleachers calling for hlood. Your 


hlood! You’ll have to fight the Executioner, hut even if you manage 
to win, the arena will start to flood with water and you will very 
quickly drown. 

There is a way out, if you’re fast and clever. See if you can grah 
the wooden door on the west side of the arena. You can ride it into 
the river nearhy and, with luck, find a place to jump off to safety. 


Of course, you could enjoy the ride all the way to the giant lake 
northeast of the Ruins. Try that, though, and you’H find yourself 
becoming a less-than-mouth-shed morse I for a very large worm , . , 
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2. Courtyard 

3. Teleport to and from tke Dracoid Ruins (it becomes active 
only after you kave teleported kere from tke Ruins) 

4. Gate 

6. Mausoleum witk entrance to Catacombs 

6. Mausoleiun witk second entrance to Catacombs 

7. Mausoleum witk oil barrel 

8. Statue of Belial 

9. Dracoid Statue 

10. Priest’s Tomb 

11. Tke Emp eror’s Tomb 
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THinCS TO GET on THiS LEVEL 

•I* Glass OrLs (used to complete puzzles) 

Yellow and Blue Orts from Altars (necessary for completing tkis level; you 
will need at least two Blue Orts, and one Yellow) 

Bezoar’s Ring 

•j* Summons Scrolls 

•it* Dracoid Ankli (necessary for completing tke Dracoid Ruins level) 

•t* Silverleaf (available only after completing botk tkis level and tke Dracoid 
Ruins) 

•t* Reflective Plate Mail 

An Ancient God Speaks 

There are some other interesting things to find in the Dracoid 
Cemetery. For instance, search through the place until you find a 
mausoleum with a pillar at each corner and a sloping ramp, if you 
turn into a lizard, you might he able to find a secret way in, up at 
the top of the ramp. Inside are some Stones of Ancient Magic and 
a suit of reflective plate mail. 

THinCS THAT iniGHT HAPPEn on THtS level: 

•t* You can explore tke Cemetery. 

*t* You can explore tke Catacombs, figkting tke Pkantom Dracoids tkat 
kaunt it. 

*t* You can find two Altars wkick will turn Empty Glass Orbs into Yell ow or 
Blue Orbs. 

•t* You can use colored Orbs to open many of tke Mausoleums tkrougkout tke 
Cemetery. Toucking tke gargoyle pedestal outside eack tomb skows you tke 
appropriate color to use. You must keep one Wkite, one Blue, and one 
Yellow Ork, kowever, to reack tke Emperor’s Tomb. 



After retrieving tke Bracers of tke Dead from tke DracoiJ Ruins, you must 
talk to tke gkost of tke Dracoid Priest. 

* 4 * After acquiring tke askes of tke Dracoid Priest from tke Ruins, you must 
return and give tkem to tke Priest. He will give you an Ankk in exckange. 

* 4 * You can use tke Ankk to raise tke dead Emperor’s Tomk. Use tkree ckarged 
Orks, Blue, Yellow, and Wkite, to enter tke Tomk. 

* 4 * Using tke Bracers of tke Dead, you must talk to tke Undead Dracoid 
Emperor. Click on tke Emperor’s sarcopkagus to pick up kis remains. 

* 4 * You can find secret ckamkers and rooms witkin tke Catacomks, some of 
wkick kave kidden items. 

* 4 * You can open tke tomk covers witkin tke Mausoleums. Some kave items 
inside, including Empty Glass Orks. 

* 4 * Inside tke Catacomks, you can knock down piles of kones or make skulls 
roll across tke floor. 

• 4 * You can figkt witk tke Pkantom Dracoids tkat kaunt tke Catacomks. 


To COmPLETE THiS LEVEL, YOU DiUSn 

1. Open tke Main Gate witk a Dracoid Sigil from tke Wild One Skaman. 

2. Collect a Blue Ork from tke Catacomks, ky reckarging an empty Ork on 
tke Blue Altar. 

3. Visit tke Undead Priest and collect an Urn. To do so, you must possess tke 
Bracers of tke Undead from tke Mage’s Tower in tke Dracoid Ruins so tkat 
you can talk to tke Priest, and get into kis tomk ky using a Blue Ork. 

4. Exit tke Cemetery and return to tke Dracoid Ruins to find tke Dracoid 
Priest’s kody. 

6. After cremating tke Priest’s kody, you must click tke Urn on tkem and 
return witk tke askes to tke Cemetery. Tkere you get tke Ankk Key from 
tke Und ead Priest. i 
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6. You muet collect tliree Empty Glass Orts. 

7. You must ckarge one Ork at tke Wkite Altar in tke Mage’s Tower in tke 
Dracoid Ruins. 

8. You must ckarge one Ork at tke Yellow Altar in tke Catacomks keneatk tke 
Cemetery. 

9. You must ckarge one Ork at tke Blue Altar in tke Catacomks keneatk tke 
Cemetery. 


10. You must place tke tkree ckargeJ Orks witkin tke appropriate receptacles in 
tke Emperor’s Tomk. 

11 . You must enter tke Emperor’s Tomk ky using tke Ankk, tken talk to tke 
Undead Emperor wkile wearing tke Bracers of tke Dead. You must tken 
click on tke Emperor’s Remains to retrieve tkem. 


12 . 


You must return to tke Dracoid Ruins witk tke Emperor’s Remains and 
place tkem on tke altar in front of tke Statue of Belial. After animating tke 
statue and witnessing tke kattle witk tke Giant Worm, you must svirvive tke 
flooding of tke Dracoid Ruins. Afterward, you will find yourself kack in tke 
Savage Jungle. Return to tke Cemetery one final time to speak witk tke 
Emperor and collect your Silverleaf. 


An Ancient God Speaks 


when you give the Silverleaf to Malik, he'll give it hack to you 
after your ceremonial fight. You’ll use it, along with the Amaranth 
Serum, to make Larkhon Vapors. 

But here s an omniscient tip. Later in your quest, you are going to 
have an acute need of Silverleaf, so stock up now, while you can, 
and take plenty with you! Youll he mixing it with Rainbow Sulfite 
to make Mana Foil — a useful item if you need to huild up your 
dwindling magic points in a hurry. 


And he sure to save one Silverleaf hy itself. You’ll need one in the 
City of the Ancients to solve one of the puzzles there, and, while 
there’s one place in the city where you can get some more, it’s a lot 
easier if you hang onto at least one leaf until then. 


The Glass Orbs 

1. You need to tind at least five glass spkeres in all. 

2. You will need to ckarge tkese spkeres at tke appropriate colored altars. You 
will need two wkite, two klue, and one yell ow. 

Tke wkite reckarging Altcu: is on tke second level of tke Mage’s Tomk, 
in tke Dracoid Ruins. 

* 4 * Tke Yellow reckarging Altcir is in tke Catacombs keneatk tke Dracoid 
Cemetery, in tke section reacked tkrougk tke open mausoleum in tke 
soutk. 

* 4 * Tke Blue reckarging Altar is in tke Catacomks keneatk tke Dracoid 
Cemetery, in tke section reacked tkrougk tke tomk tkat you blast open 
witk a barrel of oil. 


3. Use one wkite Orb to open tke nortkem of tke two mausoleums on tke 
west side of tke Cemetery. 

4. Use one Blue Orb to open tke Dracoid Priest’s Tomb on tke east side of tke 
Cemetery. 

6. Place one Yellow, one Blue, and one wkite Orb in tke appropriate color- 
coded pedestals in tke Emperor’s Tomb. 
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The Claw HiounTAins 


1. Begin 

2. Path to Barharian Village 

3. Ice Bridge 

4. Ice Tiger’s Lair 

5. Lake with Ancient Tower 

6. Plateau 

7. Ice Caves 

8. Ice Chasm and River 

9. Exit to Ru-Loi Citadel 




THinCS TO GET on THiS LEVEL 

•i? Tar Crystals 
ft* Bracers of Valor 
Ht* Great Ax BlizzarJ 
Ht* Ice Seeds 
Scrolls 

Greater Bezoar’s Ring 
•4* Obsid ian Ckainmail 
•4* A picture of Kennetk’s girlfriend 

An Ancient God Speaks 

I know, I know. Tkat picture of Kenneth’s girlfriend isn’t worth 
much, at first glance. But try throwing it down, and then have 
another look. There’s a charm inside that will improve your 
strength and some other characteristics. 

of course, it didn’t do him much good, did it? 


THincs THAT miGHT HAPPEn en thIs level: 

* 4 * After getting past tke Larkkon and talking to Dawn, you must journey 
tkrougk tke Cl aw Mountains, crossing a narrow ice bridge, skirting a skeer 
precipice, and triggering an avalancke along tke way. 

t4* You can explore tke Barbarian Village. Tke Bracers of Valor are kidden 
inside one of tke kouses. 

* 4 * You can click on kukbling tar pools to collect Tar Crystals. 

* 4 * if you can find tke Snow Tiger’s Lair and enter it in lizard form, go into tke 
tunnel and tkrow tke switck. A tower rises from tke lake outside, if you can 
cross tke ice floes to reack it, you can find tke Great Axe Blizzard at tke . 
top. ^ 

* 4 * After crossing tke plateau and avoiding tke avalancke, enter tkeuifii^^^es. 
You can click on tke stalactites witkin tke caves to get Ice Seeds. / , 
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*4* Tke ice caves open above a skeer drop and an icy river. You need to pick 
yoiu: way down tke face of tke cliff, moving from platform to platform, to 
reack a point wkere you can leap across tke river. 

* 4 * You can travel on an ice floe along tke kanks of tke river to reack kidden 
caves. Inside one cave is a Greater Bezoar Ring and a suit of Oksidian 
Ckainmail. 

* 4 * You will encounter Baccata kefore reacking tke Ru-Loi Citadel. 

To COmPLETE THtS LEVEL, YOU DlUSn 

1 . Talk to Dawn. 

2. Leap from platform to platform to descend into tke ckasm, tken leap to 
anotker platform across tke river. 

3. Talk to Baccata. 

4. Enter tke Citadel. 


WhEH you RETURn THiS WAY LATER, AFTER 
compLETinc the CItadel, you musn 

1. Descend tke ice platforms as far as you can. 

2. Jump onto a large ice floe as it drifts keneatk you. 

3. Make a running leap from tke ice floe onto tke kank of tke river wkere it is 
lowest. 

4. Climk tke wooden steps set into tke ice cliff to tke west of tke place wkere 
tke avalancke wiped out your earlier patk. 

6. Retrace tke rest of yomr steps kack to tke spot wkere you met tke Larkkon. 

6. Jiunp across tke river to enter a cave and make yovu: way kack to tke Savage 
Jungle. 
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The Ru-Loi Citadel 


, .... 4 M?S[ ■» 


1. Entrance to tke 
Citadel 

2. Ort SwitcK 

3. Eye Switck 

4. Egg Ckamker 

5. Ork Switck activates 
steps in tke Slave 
Caverns 

6. Elevator 

7. Slave Caverns 

8. Teleport to Entrance 

9. Eyekall Switck acti- 
vates Plasma Cannon 

10. Eye Switck activates 
Iris Door 

11. Dawn’s Prison Cell 

12. Slave Women’s Cell 

13. Plasma Steps 

14. Plasma Cannon 

16. Iris Door 

16. Way to Hive Lord 
and Great Forge 
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ThIhgs to get on thIs level 

Raintow Sulfite 

•ii* Various Pkarmacopoeia items 
•f* Coward’s Skield 
*1^ Myriad Crosskow 
Ht* Halkerd Bastion 

THinCS THAT miGHT HAPPEn on THtS level: 

•il’ You must get past several Ru-Loi at tke entrance. Go tkrougk tke doors ky 
clicking tke Ork Switck and an Eyekall Switck. 

Find tke Ork Switck witkin tke Egg Ckamker. Tkis activates tke Plasma 
Steps in tke Slave Cavern kelow. 

Attack tke central ligkt vent in tke Egg Ckamker. Destroying it causes tke 
acid to drain from tke pool, revealing Coward’s Skield, Crosskow Myriad, 
and Halkerd Bastion. 

•4* Find tke elevator and click on tke Brain Switck to descend to tke Slave 
Cavern. A wek door will open as you approack. 

if you can kill all of tke Ru-Loi, you can free tke slave women in tke nortk- 
ern part of tke caverns. 

Ht* Go to tke nortkeastern portion of tke Slave Caverns. Find an Eyekall 

Switck and click on it. 'Tkis activates a plasma cannon tkat creates a kridge 
for you. 

Find tke tunnel leading to Dawn’s prison cell. 'Tke Brain Switck opens tke 
secret passage leading to a teleport pad tkat will take you tkere. Tke Brain 
Switck also opens an iris door on tke far side of tke Plasma Bridge. 

*|l* Find a tunnel leading to a cell witk some slave women. You can free tkem if 
you kill all of tke Ru-Loi. You’ll kave to spark tke device to tke left of tkeir 
cell, tken pull tke switck you reveal tkere to open tke door. 

*4* Go to a point keneatk tke Plasma Cannon and jump up tke fligkt of plasma 
steps to reack tke ledge wkere tke cannon is mounted. Save often. It’s a 
long way down! 


Tke cannon is creating a Plasma Bridge each time it fires. Run across the 
bridge and through the open Iris Door on the far side. Run fast! The bridge 
is only in existence for a few seconds at a time. 

•I? Past the Iris Door you will find a weh-door that opens when you touch it. 
Beyond, you will witness a meeting of Ru-Loi and a Hive Lord. Afterweird, 
talk to the Hive Lord. 

Kill the Hive Lord to raise the force field. Beyond is the Great Forge. 

Enter it. 

Find the pedestal to the right of the entrance and place the Great Sword 
Firestorm on it. (if you were able to have Thoh an’s Sword repaired by 
Rashar, you may, if you wish, enchant that weapon also.) 

Hit With the weapons enchanted, go to the pedestal with the Dreamstone and 
take the stone. 

Hr Find the teleporter within the Great Forge to return directly to the 

Citadel’s entrance, if, instead, you return to Dawn’s slave room and click 
the Dreamstone on the on the lock to the right of her cell, she will he freed. 
Take the Bestial Disk she gives you. 

• 4 * Go to the entrance and use the Dreamstone to open the door. Be sure to 
retrieve the Dreamstone before you leave! 

* 4 * Leave the Citadel and return through the Claw Mountains. 

An Ancient GoJ Speaks 


Clicking on those hrain switches scattered through the Slave 
Cavern will raise either a frozen captive or some pharmacopoeia 
items. Those magical items are worth checking out. if you forgot to 
bring something along earlier, now's your one hig chance to stock 
up! You ’ll find Mandrake Root and Tar Crystals, Venom Sacs and 
Silverleaf, Aloe and Lamplight Eggs, everything you need, in fact, 
to create quite a few useful and potent combinations! 
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To CODlPLETE THiS LEVEL, YOU IhUSn 

1 . Click on tke Ort Switck to open tke first Iris Door. 

2. Click tke Eyekall Switck to open tke next two Iris Doors. 

3. Click tke Ork Switck in tke Egg Ckamker to activate tke Plasma Stairs. 

4. Click tke Brain Switck to lower tke Elevator. 

6. Click on tke Brain Switck outside Dawn’s Cell to open tke Iris Door 
keyond tke Plasma Bridge. 

6. Click tke Ork Switck in tke nortkeastern portion of tke Slave Caverns to 
fire tke Plasma Cannon and create tke Plasma Bridge. 

7. Jump up tke Plasma Stairs to tke ledge witk tke Plasma Cannon. 

8. Cross tke Plasma Bridge and go tkrougk tke Iris Door. 

9. Click on tke wek-like door. 

10. Encounter, figkt, and defeat tke Hive Lord. 

11 . Find tke Dreamstone in tke Great Forge and take it. 

12. Use tke Teleporter to return to tke Main Entrance. 

13. Click tke Dreamstone on tke lock next to tke door to open tke door and 
proceed to tke next level. 
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' .. 

The HuLinE Teiiiple 


ca / 


1. Entrance 

2. First Altar Room 

3. Ckapel 

4. Ckapel witk 
Altars of Life 
and. Deatk 

5. Altar of Balance 

6. Priest's Room 

7. Kitcken 

8. Likreiry 

9- Statuette Room 

10. Secret entrance 
to lower kails 

11. Spiral Staircase 
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12. Coffins (I ron flute is 
kere) 

13. Priest’s kody founJ 
kere 

14. First mackine 
16. Second mackine 


198 






Miilliiliiili 






THtnCS THAT nitGHT HAPPEH OH THiS LEVEL: 

•i* You need to enter tke ckapel and place an Aloe Leaf in tke towl witk a klue 
kase, and Poison Paint in tke otker. Tkis lowers tke floor, revealing anotker 
stone altar. 


Wken you kneel kefore tke Gods of Life or Deatk, you will receive an Aloe 



Leaf or a Poison Plant, respectively. You will also find a Catring on a secret 


Drag tke kody of tke Careteiker onto tke stone altar. Position it careJ 
adjusting it until a kolt of ligktning incinerates tke kody. 

Click on tke tapestry to tke left of tke kowl altar to reveal a kidden < 
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•i* 

♦ 

r|* 

**• 

**• 


To tbe east of tke first altar room is a room leading to a second. You can 
place Aloe and Poison Paint in tkese towls as well. 

Click on tke pedestal in front of tke kealing pool keyond tke second ckapel 
to collect a Crystal Skard. 

In tke Priest’s kedroom, you can ignite tke candle and kanging lamps and 
ckck on tke quill pen to open a secret passage. 

In tke Priest’s Bedroom, you can click on one of tke kedposts to open a 
secret room. 


In tke Kitcken, you can ligkt tke kumer under tke kettle, and you can touck 
one of tke wall tiles to open a kole tkrougk to a kidden passageway. 

In tke lower kails you will find tke Careteiker’s kody on a takle. Pusk tke 
kutton to tke ri gkt to place tke kody on a moving conveyer kelt and send it 
into a mackine wkere it will ke reduced to red mulck. Drag tke trougk of 
red mvJck to tke next mackine in line, wkick will give you a statuette. 


Return to tke second ckapel and find tke secret 
clicking on a wood panel near tke altar, if you k 


door to tke Likrary ky 
aven’t found it already. 


In tke Likrary, click tke kutton on tke soutk wall to open a door to tke 
Statuette Room, go tkrougk, and place tke statuette on tke empty skelf. 
Tkis raises an altar and gives you anotker Crystal Sk ard. 


Find tke Balance Room, and place a Crystal Skard in eack kowl of tke 
scale. ’Tkis opens a secret door. Go tkrougk to a receptacle wkere you click 
tke Dreamstone, raising a spiral stone staircase. 

Follow tke Patks of Life, Deatk, and Balance to gain tkree jkar idols. 

You will now face tkree Huline puzzles wkick you kave faced, in decayed 
and weakened form, kefore. Place an Iron Flute in tke Receptacle to cover 
an oil pool wkick kursts into flame wken you step in it. Jump and crouck to 
avoid tke wkirling klades in a kallway, or kypass it tkrougk a secret passage. 
Finally, click two Luttons at tke end of a room to avoid keing crusked ky a 
ro Ikng koulder. 
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Beyond tke boulder trap, step out onto a platform where three wooden cases 
will descend. Click a jk ar idol into each case, causing steps to appear and 
form a magical bridge. Cross the bridge to the Elevator Room. 

Stand on the elevator^ which looks like a bridge over a chasm. Take the 
Elevator down to the Chamber of Voices. Fight and kill the Hive Lord, and 
use the Dreamstone to open the doors. 

Within the Chamber of Voices, click the Dreamstone onto the pedestal, 
raising the City of the Ancients. You will then be teleported to the Third 
Sphere. 



To COlllPLETE THiS LEVEL, YOU IhUSn 

1. Cremate the Caretaker’s Body by putting him on the Altar and placing Aloe 
and Poison Paint in the two howls. 


2. Collect a Crystal Sheird from the Healing Pool room. 

3. Mulch the Caretaker’s Body in the first machine, then place the trough with 
the red goo into the second machine to receive a statuette. 

4. Click on the button in the Library to open the Statuette Room. 

6. Place the Statuette on the empty shelf to get a second Crystal Sh ard. 

6. Place the Crystal Shards into the bowls of the scales to open a secret door. 

7. Click the Dreamstone on the receptacle to raise the stone steps. 

8. Follow the three Pathways and collect three jkar idols. 

9. Click two buttons in the final Pathway to block the rolling boulder. 



10. Click the three idols into three cases to create a magical bridge of steps. 

11. Enter the Elevator and ride it down to the Chamber of Voices. 

12. Fight and hill the Hive Lord. 

13. Enter the Chamber of Voices and click the Dreamstone on the pedestal to 

exit the level. k 
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An Ancient God Speaks 


Tkere are a few things you’ll want to make sure you have with you 
before you leave for the Third Sphere. It might he a good idea to 
cache these away someplace within the Savage fungle where you 
can find them later, then he sure you pick them up before you 
enter the Huline Temple. You can return from the Huline Temple 
and pick your stuff up before going on, but you must retrace your 
steps through the Temple to return to the Chamber of Voices, and 
that toould be inconvenient. Once you enter the Third Sphere, you 
can’t come back! 

So, what should you take? Some Cave Crystals. You’ll need ’Them 
later on. Some Pyro Pods will be useful too, because you ’ll need 
some fire spells. You can make a Pyra Pod by mixing Tar Crystals 
with Mandrake Root, or you might be able to find some 
ready-made. 

And bring at least one piece of Silverleaf. Mu recommendation is 
to get a lot of Silverleaf when you have the chance, then combine it 
with Rainbow Sulfite at the Citadel to make yourself a store of 
Mana Foil. But be sure to leave at least one piece of Silverleaf 
unmixed! You’ll have a specific use for it later! 

Finally, if you didn’t bring a bow along from the First Sphere, you 
should definitely ensure you have one now, and one other than 
Longbow Shift. There is a bow in the Third Sphere, but it is 
fiendishly difficult to get. You ’ll need a bow for some trick shooting 
at the end of the Third Sphere. 




A STEP-BY-STEP 
WALKTHROUGH OF THE 
SECOHD SPHERE 


Here is one way to get tkrougk tke Second Spkere witk everytking you need to 
reack tke Tkird. Keep in mind tkat Lands of Lore: Guardians of Destiny ia an 
extremely open-ended game. Tke patk tkat you follow on your quest will almost 
certainly ke different from tke one presented kere. 



Note, too, tkat tkis walktkrougk does not pick up every availakle kidden item, or 
open every secret door. Tkere’s a lot more in tke game for you to find for your- 
self tkan we can list for you kere! 


The Savage JuncLE ahd the 
W tLD OnE SETTLElllEnT 

1. Meet tke Wild One Guardians, and skow Daniel’s Knife to Daniel. Tke 
Wild Ones will scatter. Pick up tke Knife and follow tke jungle trail soutk. 

2. Find tke Huline Temple and talk to tke Caretaker. Watck in korror as an 
incarnation of Belial emerges from tke Temple, graks tke Caretaker, and 
vaniskes kack inside. 


3. Bxpl ore tke HiJine Jungle. Pick up Vel’s Fruit and Lampligkt Eggs. Try to 
avoid keing poisoned ky Lampligkts. Kill some Lampligkts to get tkeir 
Venom Sacs. 



4. Find tke entrance to tke Dracoid Ruins, a kuge pit near tke center of tke 
Jungle. 

6. Find tke Dracoid Cemetery, toward tke nortkeast of tke Jungle. 


6. Find tke Wild One Settlement norlk of tke Jungle. 

7. Skow Daniel’s Knife to tke Guard. Enter tke Village tkrougk tke tree. Talk 
to Daniel, to tke left, and tke Skaman, toward tke center, of tke Settlement 
Screen, if you lost tke knife, you must figkt your way in. 

8. Get a Dracoid Sigil, a key to tke Cemetery, from tke Skaman. 


The DRACOtD Ruins 

9. Go to tke entrance of tke Dracoid Ruins, and carefully make your way 
down to tke kottom, using tke log and platforms. At tke kottom, avoid tke 
Stone Squids tkat may attack you, and tke Ssar, if tkey're akout. 

10. Go to tke Passageway to tke nortkwest of tke large ckamker. 

11 . Find tke Dragon’s Ork and spark it to raise a kridge across tke stream. 

12. Follow tke passage and find tke Teleport Ckamker, to your rigkt. 

13. Take tke Teleporter to tke Teleport Room in tke Emperor’s Palace. Tkere, 
use tke otker teleport images to teleport kack to tke Dracoid Cemetery and 
tke Savage Jungle and estaklisk tkose connections. Use tke Teleporters to 
return to tke Emperor’s Palace, and tken return to tke first Teleport 
Ckamker in tke soutkem portion of tke Dracoid Ruins. 

14. Return to tke passageway outside tke first Teleport Ckamker and follow it 
to tke Mage’s To wer. 

15. Enter tke Mage’s Tower. Ignore tke Dragon’s Ork in tke room to tke left. 
Find tke otker Dragon’s Ork kekind tke glowing pit and spark it to lower 
some stairs. 

16. Go down tke stairs and collect tke Gauntlets of Migkt. 

1 7. Return to tke first level. Spark tke Ork in tke side room to lower tke green 
force field in front of tke stairs. 
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io. when a bear appears, tight him. Watch out! Jtiis breath is poisonous! iry 
{igkting kim after first using a Level 3 Healing Spell on ymurself, to make 
yoTirself immune to poison. 

19- After killing tke Ssar, go up tke steps. You will find anotker Dragon’s Ork, 
anotker force field, and you will kave to kill anotker Ssar to continue up to 
eack new level. 

20. Find tke Wkite Reckarging Alt ar. if you kaven’t found an Empty Glass 
Ork yet, you’ll need to come kack kere later. 

21 . Find tke Ssar. Talk to kim, tken figkt kim. You’re in for a tougk kattle 
against powerful magic. 

22. Wken tke Priest is dead, find tke Bracers of Dead and exit tke tower. 

23. Return to tke Teleport Room. Go to tke Teleport Room in tke Palace, and 
step tkrougk tke image of tke Dracoid Cemetery to go tkere. 


The DracoId Ceihetery 

24. Use tke Sigil to open tke gate and go inside. 

25. Open tke doors to tke Mausoleum to tke ri gkt of tke main entrance. Go 
tkrougk to tke Catacomk entrance keyond. 

26. Expl ore tke Dracoid Catacomks. Try using Spark Spells and tke Sword 
Prism against tke Dracoid tkat attack you. 

27. Find tke Yellow Altar. An Empty Glass Gloke is l)dng nearky. Click tke 
Gloke on tke Dragon’s Claw Altar to ckarge it witk yellow magic. 

28. Return to tke surface, and explore tke rest of tke akove-ground portions of 
tke Cemetery. Collect as many Empty Glass Glok es as you can find. Some 
will ke inside tke Mausoleums on tke floors, and some will ke inside tke 
stone sarcopkagi. 




29. Find the northernmost of the two Mausoleums farthest to the west. Use the 
charged White Glohe to open it. Inside, to the right as you tmm to face the 
dooii is a switch. Throw that switch to open the door of the Mausoleum to 
the south. 

30. Go to the Mausoleum to the south. Inside the door is a harrel. Push and 
drag the harrel to the door, and watch it get knocked over and roll into the 
first mausoleum, where it spills a large amount of oil. 

31. Save your game. You’ll need to experiment a hit to find out what distance to 
stand at for this next one. Spark th e oil. Too far and you 11 hit the cei ling; 
too close and you’ll die. At the right distance, the oil will explode and open 
up the way to another set of Catacomhs. 

32. Expl ore these new Catacomhs. Find the Blue Altar and use it to charge a 
Blue Glass Orh. If you were ahle to find an extra glass sphere earlier, charge 
it hlue as well. You’re going to need two of them. 

33. Find the southern of the two places in the Catacomhs where you’re separat- 
ed from another room hy some hoards. Jump over the hoards — a trick pos- 
sible for Luther as a human, hut not as a heast. This will drop you through 
to the lower, first Catacomb Level and let you emerge once more from the 
open Mausoleum. 

34. Go to the Mausolexun entrance on the east side of the Cemetery with a gar- 
goyle inconspicuously tucked into a niche to the right of the door. ’The gar- 
goyle will show hlue when you click on it. Use a Blue Orh to open the 
Mausolemn to gain access to an Undead Priest. 

35. Wearing the Bracers of the Dead, talk to the Undead Priest. He will give 
you an Um and ask you to acquire his ashes from the Dracoid Ruins — in a 
cave beyond the big lake — and return with them to the Cemetery. 


InTo THE Ruins AGAin, 

THEn BACK TO THE CeIIiETERY 

36. Return to tKe Dracoid Ruins, using tke teleporter link near tke deatk angel 
statue near tke cemetery entrance. 

37. Find tke Dracoid Hotel in tke Ruins, near tke nortkemmost river kefore 
tke great underground lake. On tke second floor, a kump against a guard 
railing will cause it to collapse. You can follow tkis patk to tke Dracoid 
Priest’s kody. 

38. Witkin a cave near tke large underground lake, you will find tke Dracoid 
Priest’s kody. Drag tke kody onto tke platform and spark kotk Dragon ork 
Pedestals to reduce tke corpse to askes. 

39- Click tke Um on tke askes, tken return to tke Teleporter 

40. Make certain you kave one Wkite Glass Ork kef ore you return, if you kave 
none, you will need to travel to tke Mage’s Tower to collect anotker. 

41 . Return to tke cemetery. 

42. In tke Priest's Mausoleum, give tke Um to tke Undead Priest in exckange 
for an Ankk. 

43. Find tke Emp eror’s Tomk nortk of tke Dracoid Priest’s Mausoleum. Click 
tke Dracoid Ankk against tke Ankk symkol to raise tke tomk. 

44. Place a Yellow, Blue, and Wkite Ork in tke pedestals witkin tke Emperor’s 
Tomk to open magic doors. Use tke Ankk to go tkrougk, and, if you’re still 
wearing tke Bracers of tke Dead, listen to tke Emperor speak. Afterward, 
click on tke Emperor’s Remains inside tke sarcopkagus to take tkem witk 


you. 



46. Return to tke Ruins for one last visit. Find tke Statue of Bekal and place 
tke Emperor’s Remains at its foot. Tke statue will come alive and klast its 
way tkrougk a wall. Follow it to watck a kattle ketween it and a giant worm, 
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46. After tke Lattle, exit tke Ruins before you irown. You must nm akead and 
to tke rigkt, enter a room on your rigkt, use tke ramp to jump onto a table, 
cross to anotker table, leap into a tunnel entrance, follow tke tunnel to 
anotker tunnel, pusk a wooden platform out into tke rising water, step onto 
tke platform, and finally ride it to safety. 

47. You will find yourself kack in tke Savage Jungle, on tke kanks of tke Bane 
River. Talk to Dawn. 

48. Make a last trip to tke Cemetery and talk to tke Emperor. Wken you leave, 
you will see Silverleaf kuskes growing. Gatker as muck Silverl eaf as you can 
kef ore returning to tke Wild One Settlement. 

A WARRiOR OF THE TUAHi 

49. Give tke Silverleaf to tke Skaman. You will ke required to figkt Daniel in 
order to ke initiated into tke trike. 

60. After figkting Daniel, see tke Skaman. You will ke given some Amarantk 
Serum. Mix tke Serum witk tke Silverleaf to make Larkkon Vapors. 

61 . You can find tke Larkkon on tke far side of tke river east of tke Savage 
Jungle. You’ll need to knock over a tree, cross tke log, jump to anotker log, 
and jump from tke tree to get across tke ckasm. Tke Larkkon is at tke top 
of tke kill. Use tke vapors on kim to put kim to sleep, tken move past kim 
and into tke Claw Mountains. 




The Claw HiounTAins 

52. Talk to Dawn, tken explore tke Claw Mountains. Find tke Barkarian 
Village, and ckeck inside tke kouses until you find tke Bracers of Valor. 
You’ll need tkese if you picked up tke War Axe Traitor in tke Emperor’s 
Palace and kope to use it witkout killing yourself. 

63. If you can find tke Snow Tiger’s lair, searck it as a lizard and find a small 
cave. Tkrow tke switck inside. Tkis raises an Aoicient’s Tower from tke lake. 

64. Ckeck tke tower ky crossing on tke ice floes. Tke Gnreat Axe Bkzzard is at 
tke top. 



56. Beyond tke kridge, cross a snow-covered plateau next to a ckasm to enter a 
series of ice caves. Expl ore tke caves until you find anotker deep ckasm 
witk a river at tke kottom. Kennetk’s kody marks tke spot. 

66. Carefully — saving often — descend tke series of platforms, tken jump across 
to tke platforms on tke otker side of tke river. You will meet Baccata in tke 
tunnel, kefore you approack tke Ru-Loi Citadel. 


CITADEL OF THE Ru-Loi 

67. Approack tke Citadel. Click tke ork to open tke next door, and click on tke * 
eye switck keyond to open two more doors. You will ke attacked ky Ru-Loi 
guarding tke entrance. 

58. Find tke Ork Switck witkin tke Egg Ckamker to activate tke Plasma Steps 
in tke Slave Cavern kelow. 


69. Attack tke central ligkt vent in tke Egg Ckamker. Destroying it causes tke 
acid to drain from tke pool, revealing Coward’s Skield, Crosskow Myriad, 



and Halkerd Bastion. 

60. Return to tke ckamker witk tke eye sw 
tke Brain Switck to descend to tke SL 
you approack. 


i 


61. Figkt tke Ru-Loi. Watck out for tkeir pink plasma tower spells! Don’t touck 
tkem! 

62. If you can kill all of tke Ru-Loi, you can free tke slave women in tke nortk- 
em part of tke caverns. 

63. Go to tke nortkeastem portion of tke Slave Caverns. Find an Eyekall 
Switck and click on it. Tkis activates a plasma cannon tkat will create a 
kridge for you. 

64. Tke nortkwestem tunnel leads to a krain switck protected ky plasma-firing 
meckanisms. Click tke switck to open an iris door elsewkere and to open a 
kidden door in tkis ckamker. 

66. Go tkrougk tke kidden door and leap to tke teleport disk to find Dawn. 

66. Find tke plasma steps going up tke side of a wall. Climk tke steps to reack 
tke ledge wkere tke cannon is mounted. 

67. Tke cannon is creating a Plasma Bridge. Run across tke kridge and tkrougk 
tke open Iris Door on tke far side. Tke kridge is only on for a few seconds 
at a time. 

68. Akead, you will find a wek-door tkat opens wken you touck it. Beyond, you 
will witness a meeting of Ru-Loi and a Hive Lord. Afterward, talk to tke 
Hive Lord. 

69. Kill tke Hive Lord to raise tke force field. Beyond is tke Great Forge. 

Enter it. 

70. Find tke pedestal to tk e rigkt of tke entrance and place tke Great Sword 
Firestorm on it. (if you kad Tkokan’s Sword repaired ky Raskar, you may, if 
you wisk, enckant tkat weapon also.) 

71. Witktke weapon enckanted, go to tke pedestal witk tke Dreamstone and 
take tke stone. 

72. Find tke teleporter witkin tke Great Forge to return directly to tke 
Citadel’s entrance. 
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73. Retrace your steps tack to tke slave cavern to Dawn’s slave room and click 
tte Dreamstone on tke lock to tke rigkt of ker cell, freeing ker. Take tke 
Bestial Disk ske gives you. 

74. Go to tke entrance and use tke Dreamstone to open tke door. Be sure to 
retrieve tke Dreamstone kefore you leave! 

76. Leave tke Citadel and return to tke Claw Mountains. 

Through the DttounTAins OncE Hiore 

76. Find an ice ledge outside tke tunnel from wkick you can jump down onto 
an ice floe as it passes. 

77. Ride tke ice floe. Careful timing and a migkty lizard-leap will let you reack 
tke skore. You may wisk to ckeck out a cave along tke way and look for 
some kidden items. 

An Ancient GoJ Speaks 

If you can jump from tke icefloe into tke small cave, you’ll find a 
couple of useful items riakt off. Try ligkting tkat tripod lamp, 
tkougk, and see wkat else migkt he revealed! 

78. On tke skore once more, find tke log steps going up tke side of tke moun- 
tain. Climk tke steps, reack tke top, tken retrace your patk kack to tke 
Savage Jungle. 

79. Past tke snoring Larkkon, you will kave to jump across tke river to reack a 
tunnel on tke otker side. Tke tunnel leads you kack to tke Savage Jungle. 



The HuLinE Tehiple 

80. Approack tke Huline Temple in tke Savage Jxmgle, and click tke 
Dreamstone on tke front door, tken again on tke doidDle doors witkin. 

81. Place tke Al oe Leaf in tke kowl on tke altar witk a klue kase and tke Poison 
Paint in tke kowl on tke altar witk a red kase to lower tke floor, revea ling 
anotker stone altar. You can meike more Poison Paint ky comkining 
Lampligkt Eggs and Poison Sacs, or kyk neeling kefore tke God of Deatk 
in anotker ckapel. You can get more Aloe Leaves ky kneeling kefore tke 
God of Life, or kyf inding tke room witk an Aloe Busk growing in it. An 
Aloe Leaf and some Poison Paint are on tke floor ky a second kowl altar in 
a ckapel to tke east. 

82. Drag tke kody of tke Caretaker onto tke stone altar. A kolt of ligktning will 
incinerate tke kody. You may kave to move it kack and fortk to adjust tke 
position exactly kefore tke ligktning strikes. 

83. Click on tke tapestry to tke left of tke first kowl alteir to reveal a kidden 
door. Click on tke pedestal in front of tke kealing pool keyond tke ckapel 
to collect a Crystal Skard. 

84. Go to tke lower kails. Click tke kutton near tke Ceiretaker’s kody, and send 
tke kody into a mackine wkere it will ke reduced to red mulck. Drag tke 
trougk of red mulck to tke next mackine in line, wkick will give you a stat- 


86. Be sure to find tke kidden Iron Flute. It’s inside a coffin in tke lower kails. 

86. Return to tke ckapel and find tke secret door to tke Likrary ky clicking on 
a wood panel to tke rigkt of tke altar as you face tke pews. Click tke kutton 
on tke soutk wall of tke likrary to open a door to tke Statuette Room, 
ketween tke first kowl altar and tke second. Go tkr ougk, and place tke stat- 
uette on tke empty skelf. Tkis raises an altar and gives you anotker Crystal 
skard. 
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87. Find tke BaL 


and place a l^ryetal bhard in each bowl or the 
scale. Tkis opens a secret door. Go tkrougk to a receptacle wkere you click 
tke Dreamstone, raising a spiral stone staircase. 

88. You now face tke Patk of Life. Jump from plintk to plintk to reack tke 
otker side, wkere you will take several Ckain Spark kits as you recover a 


89. Next comes tke Patk of Deatk. Travel down eack of tke tkree ] 
click tke switck at tke end to lower a kridge. You can get tkrou 
relatively undamaged if you cast a level 1 Mists of Doom spell 
of tke giant floating keads. Wken tke kridge comes down, go p 
en door to get anotker jkar idol. 

An Ancient God Speake 

Take a look behind the tapestry, and look for a secret compart- 
ment. The Crossbow Noble Valkyrie is hidden in there. 


90. Finally, face tke Patk of Balance. Kill some of tke Lampligkts to kold tke 
teetering floor down so tkat you can click two switckes on eack side and 
open tke door. Tken go tkrougk to collect anotker jkar idol. 

91 . You will now face tkree Huline puzzles wkick you kave faced, in decayed 
and weakened form, kefore. place an Iron Flute in tke Receptacle to cover 
over an oil pool wkick kursts into flame wken you step in it. Jump and 
crouck to avoid tke wkirling klades in a kallway, or use tke secret passage to 
tke rigkt. Finally, run down a kallway and click two kuttons at tke end to 
avoid keing cruske d ky a rolling koulder. 

92. Beyond tke koulder trap, step out onto a platform wkere tkree wooden cases 
will descen d. Click a jkar idol into eack case, creating a magical kridge. 
Cross tke kridge to tke Elevator Room. 
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The Chahiber of VoiCES 

93. Step onto die bridge and descend to tbe Ckamter of Voices. 

94. At die bottom, you will meet tbe second Hive Lord. Aft er talking to it, you 
must figbt it to tbe death. Click tbe Dreamstone on tbe double golden 
doors to move tbrougb to tbe Cbamber of Voices. 

96. Widiin die Cbamber of Voices, click tbe Dreamstone against tbe pedestal. 
Tbis raises tbe long-lost City of tbe Ancients above tbe waves. You will 
dien be teleported to tbe Tbird Sphere. 

Tbat’s it for tbe Second Sphere! You’re almost there! Now change disks, and 

move on to the Third and final Sphere! 


'll Ci'i'ii-* J> 
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TUt0 10 a God Chapter, with information from omniecient eources! It telle 
you precieely what you need to do to complete the final eeriee of game lev- 
ele. Do not look in thie chapter unless you don’t mind having the suspense 
and surprise of the story’s ending given away! 



TliiB ckapter tells you exactly wkat you need to do to complete tke Tkird and 
last Spk ere of Lands of Lore: Guardians of Destiny. At tke end of tke ckapter is a 
step-ky-step walktkrougk presenting one possikle way to get tkrougk tke entire 
Spkere. 

Keep in mind tkat tke actual order of events and encounters may ke different, 
depending on kow you decide to proceed. 

Tkis ckapter is akkreviated, compared to tke otkers. By tkis time in tke game, 
your ckaracter skould ke at tke very peak ofkis powers and akilities. Once you 
complete tke City of tke Ancients, tkere are few special artifacts to find kere, 
and few special tkings tkat must ke done . . . keyond reacking tke Birtking 
Ckamker, expelling your cmse, and destroying Belial. 
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To COmPLETE THiS LEVEL, YOU IhUSn 

1. Turn on the water at the fountain at the south of the city. You must do this 
before attempting either the Arboretum puzzle at the northeast tower or the 
Firewall puzzle at the southeast tower. 

2. In the Arboretum, at the northeast corner of the city, click on a yellow crys- 
tal to start the water flowing, plant a Silverleaf at the base of the pyramid, 
and touch the homrglass to cause the Silverleaf to break the pyramid and 
open the first obsidian pillar. 

An Ancient God Speaks 

what? You forgot to bring the Silverleaf? Didn’t I tell you to save 
at least one piece of Silverleaf, that you would need i tjor one of 
these puz 2 les? 

Mortals! Bah! 

Very well. It’s not too late. Find the hallway in a building toward 
the southwestern portion of the city that ends in a sheer, black 
drop-off. Inside, to the left and riahi of the rotatinq shape, you'll 
see small balconies, and some Silverleaf growing there. Now, how 
do you get H? 


Out m the street, near one of th ose planter boxes, you 11 find a 
pedestal that will accept an ivory chip. Put the chip in the recepta- 
cle, and a hovering object wi H fly into the room and create a path. 
You can go through and collect the Silverleaf then. Afterward, you 
can retrieve your ivory chip. 

You ... ah... did do what I told you, and bring some ivory along. 


didn ’t 


you! 


3. In the northwest corner of the city, traverse the upper level of the shifting 
maze, destroying the solid object, the fireball, and the frozen vapor. This 
enables the plasma holts from the remaining floating object to break a pyra 
mid and open the second obsidian tower. 

4. Acquire four ivory chips, if you have two ivory chips already, brought from 
the Draracle’s Museum, you need acquire only two more. 

6. In the southwest corner of the city, place the four ivory chips in th^ 
receptacles, shattering the pyramid and opening the third obsidian 


am/ 
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6. In tke 0 outkeast corner of tke city, ignite tke fountain of oil, tken rapidly 
make your way tkrougk tke series of open doors and across a canal to escape 
tke explosion. Tke flames will kreak tke pyramid and open tke final oksidi- 
an tower. 

7. Once eack oksidian tower is open, enter tke tower, grak tke dragon kox, and 
pusk or pull it tkrougk tke teleport spkere to tke Netkerworld. Tkere, slide 
tke kox into a recess on tke floor, wkick causes a gold en crystal to appear. 
Click on tke crystal to raise a section of tke Grand Tower. 

An Ancient GoJ Speaks 


Want to take a little vacation? In a ckamher off the houlevarJ on 
the way to the northwest tower complex, you’ll find a stone gohlet 
on a dais, if you 've got some, drop some mandrake root in the cup. 
You'll be transported to a distant asteroid, where you'll have access 
to every scroll in the game! 


8. Wken all four towers kave keen opened, and all four sections of tke Grand 
Tower kave keen raised at tke center of tke city, proceed into tke tower and 
approack tke Mantle Skrine. 

9. You must first click on tke double golden doors and figkt anotker incarna- 
tion of Belial. Wken ke is dead, tke door to tke Mantle Skrine opens. 

10. Enter tke energy field and kecome empowered witk tke magic of tke 
Ancients. 

11. Find tke exit to tke Sukterranean Caverns. Enter tke kallway witk tke stat- 
ues firing kails of ligkt, spark six dragon orks in rooms to eitker side of tke 
kallway, and proceed tkrougk tke next two doors to tke pool witk tke live 
dragon. Attack tke dragon witk an edged weapon to cut its tkroat and open 
a final secret door. Go tkrougk tke door and down tke passage to tke ri gkt, 
and enter tke caverns. 
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To COmPLETE THiS LEVEL, YOU IhUSn 

1. Enter tke Sutterranean Caverns. 

2. Figkt your way tkrougk or run to tke entrance to tke Hive Motker. 

An Ancient God Speaks 

Tftese caverns can he tough! if you stand and fight — especially if 
you find yourself hemmed in hy several Hive Guardians — you will 
almost certainly he pulled down and killed. There are about thirty 
monsters altogether in these tunnels, and more are being horn 
every thirty seconds or so in the room with the entrance to the 
Hive Mother. 

Your best bet? Run. Fast. Use both Level 2 and Level 3 Heeding 
Spells in combination to give yourself some physical protection and 
to keep from being poisoned. Stone of the Cobra is a good magic 
weapon to use against the Guardians, and Darkstorm is your most 
effective sword, but you’re really best off if you can avoid combat 
entirely and run straight for the opening to the Hive Mother. 

You’ll he at your most vulnerable when you’re hacking away at the 
entrance to the Mother. That’s when a couple of Guardians might 
sneak up from behind and take a bite out of you. Your protection 
spell win help you if this situation arises. 

Another strategy is to cast a Level S Mists of Doom spell, turning 
yourself into an invulnerable lich. You ’ll be vulnerable when this 
wears off, but by then you should have made it through the 
Mother and beyond to the gateway leading to Belial’s Laboratory. 
You ’ll have a chance to stop, catch your breath, and regain your 
strength there. 


3. Enter tke Hive Motker. 


4. Get tkrougk tke Hive Motkeiv ky attacking tke pulsating organ to tke left, 
tken moving tkrougk tke valve. 

5. Find a decaying organ kanging from overkead keyond tke valve. Click on 
tke organ to cause it to fall off and cause a Hive Guardian to replace it witk 
a new organ. 

6. Exit into Belial’s Ckamkers. 





BelIal's Laboratory 


1. Begin 

2. Gateway 
Room 

3. Lizard Patk 

4. Acid Slime 
Canal 

6. Switches 

6. Pit 

7. Slime Tunnels 

8. slime Canal 

9. Reservoir 
Room 

10. Green 
Hallway 

11. Blood Bowl 
Room 

12. Siunmoning 
Ckamter 

13. Elevator 

14 Exit to Belial’s 
Birtking 
CkamLei 
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To COmPLETE THtS LEVEL, YOU DlUSn 

1 . Kill tke Statue of Belial. 

2. Smask tke kare on tke small gate, ckange into a lizard, and pass tkrougk tke 
klood ckannel 

3. Use a ranged weapon to skoot tke tkree levers on tke far side of tke acid- 
skme canal. 

4. Click tke iron door to open it. 

6. Pass tkrougk tke slime sewers and canal keyond. 

6. Click tke doukle golden doors in tke Reservoir Room to open tkem. 

7. Click on a second set of golden doors to open tkem. 

8. Find tke Summoning Ckamker, witk tke large, klood-stained symkol on tke 
floor. 

9- Use a Mist of Doom spell on tke skulls on tke wall to summon Belial’s Imp. 

10. Kill tke Imp and drag tke kody onto tke symkol keneatk anotker floating 
skull in tke nearky klood-fountain room to open a kidden door. 

11 . Ride tke Elevator down to Belial’s Lakoratory. 

12. Exit into Belial’s Birtking Ckamker. 



1. Begin 

2. Womt 

3. First Empowerment Ckamter 

4. Second Empowerment Ckamter 
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6. TkirJ. Empowerment CkamLer 
6. Site of tke Final Battle 
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To COmPLETE THiS LEVEL, YOU DiUSn 

1. Enter tke Woml). 

2. Expel your curse (a Level 5 Ckange Spell) into Belial’s Emkryo, forcing 
kim to ke korn early. 

3. In tke First Empowerment Ckamker, you must destroy tke crystals on tke 
ceiling in order to get past tke magical pool. 


I 

I 

I 

I 


4. In tke Second Empowerment Ckamker, you must get across tke moving 
platforms. 


5. In tke Tkird Empowerment Ckamker you must destroy tke tkree floating 
okjects — stone, fire, and frozen vapor — to open tke kars at tke nortkern 
end of tke room. 

6. Figkt and kill Belial kefore ke gains kis full strengtk ky rusking kim 
tkrougk tke Empowerment Ckamkers, ky destroying or capturing tke 
devices and equipment ke needs to reack full strengtk, and ky facing kim in 
a duel to tke deatk in tke last room. 

Simple! Notking to it! 



A STEP-BY-STEP 
WALKTHROUGH OP THE 
THiRD SPHERE 


Here is one way to get tkrou gk ike Tk ird Spkere and complete tke guest. Keep 
in mind tkat Lantls of Lore; Guardians of Destiny is an open-ended game, and 
your patk may ke different from tke one skown kere. Tke oksid ian towers in tke 
City of tke Ancient, for instance, can ke opened in any order. 


The CiTY of the AnciEnrs 

1. Go to tke fountain at tke soutk end of tke city. Turn on tke water ky freez- 
ing tke floating spkere, tken skattering it. 

2. Witk tke water flowing, go to tke Arkoretum in tke nortkeast corner of tke 
city. Click tke golden crystal, plant a Silverleaf at tke kase of tke small 
pyramid, and click on tke kourglass at tke steps. Before toucking tke kour- 
glass, you may plant otker pkarmacopoeia items suck as Cave Aloe in tke 
nearky eartk plots. 

3. Tke pyramid will skatter and open tke oksidian tower. Enter tke tower, drag 
tke dragon kox tkrougk tke teleporter, and place it in its recess in tke 
Netkerworld counterpart of tke tower. Click on tke golden crystal tkat 
appears outside to raise one section of tke Grand Tower, tken return 
tkrougk tke teleporter. 

4. Enter tke skifting maze at tke nortkwest comer. Ride one of tke rising walls 
or cukes to tke upper level. Destroy tke solid, square floating okject witk an 
edged weapon. Destroy tke floating kail of flame witk a Mist of Doom cold 
spell. Destroy tke kovering mass of frozen wkite vapor witk a fire spell. 

6. Tke remaining floating okject will skatter anotker small pyramid wken your 
actions open a large door at tke soutk side of tke maze. Tkis will open tke 
oksidian pillar. As kefore, enter tke tower, drag tke dragon kox tkrougk tke 
teleporteiv and place it in its recess in tke Netkerworld counterpart of tke 
tower. Click on tke golden crystal tkat appears outside to raise anotker sec- 
tion of tke Grand Tower, tken return. 


' T- f aw : 


7 . 


8 . 


Gatker four ivory ckips. if you kave two ckips witk you from tke Draracle’s 
museum, tke two easiest pieces to acquire are tke one atop tke small foun- 
tain soutkeast of tke Grand Tower; and tke one in tke doukle room witk 
two goklin figiures on tke soutk side of tke koulevard going to tke nortkwest 
skifting maze. 

if you do not kave any ivory, you must get all four pieces in tke city. Tke 
remaining two pieces are guarded ky letkal traps, and you must solve tkose 
puzzles to get tkem. 

Witk foiur pieces of ivory in yomr inventory, go to tke Crystal Cylinder puz- 
zle at tke soutkwest comer of tke city. Place one piece of ivory in eack of 
tke receptacles to skatter tke pyramid and open tke oksidian tower in tke 
room keyond. 

You know tke dri 11 ky now. Enter tke tower, pull tke dragon kox tkrougk tke 
teleporter, and place it in its recess in tke Netkerworld. Click on tke golden 
crystal tkat appears outside to raise anotker section of tke Grand Tower. 

10. In tke soutkeastem corner of tke city, solve tke Firewall Puzzle ky going 
tkrougk eack set of doors, tken turning and opening tkem again after eack 
set closes kekind you. Tkis creates a clear patk for your escape. Proceed 
tkrougk to tke floating kead. Speirk tke oil to cause an explosion, tken run 
tkrougk tke open doors and leap across tke canal to escape tke klast. You 
must kave turned on tke water already to survive tke flames. You kave yoiu: 
kest ckance for escaping if you transform yomrself into a lizard kefore ignit- 
ing tke oil. 


9. 


An Ancient God Speaks 


when you ’re solving this puzzle, you 're prohahly going to he too 
busy to look for souvenirs. Still, if you turn to face that giant float- 
ing head just after you spark the oil, you 11 have a chance — if 
you ’re quick! — to grab the Dark Bow. 


of course, you’ll still need to get out of there and through the maze 
of open doors before the fre catches you! 


11. Tke klast opens tke pyramid wkick opens tke oksidian tower. Enter tke ^ 
tower, pvJl tke dragon kox tkrougk tke teleporter, and place it in its rwe» 
in tke Netkerworld. Click on tke golden crystal tkat appears outm3©b) raise 
tke final section of tke Grand Tower f 
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12. WitL. all of the portions of the Greind Tower raised, enter the Mantle Shrine 
hy chching on the first set of double doors. 

13. You must fight and defeat the final Hive Lord. 

14. If Baccata appeeirs, don’t let him stop you from reaching the Mantle Shrine. 

16. Enter the Mantle Shrine and empower yourself with the mantle of the 
Ancients. 

16. Exit into the Hive Caverns hy finding the hallway with the warring statues, 
igniting the dragon orhs in the rooms to either side, entering the chamber 
with the small, living dragon, and cutting its throat. Pass through the secret 
door to enter the Subterranean Caverns. 


The SUBTERRAnEAH Caverhs 

1 7. Enter the Hive Caverns. 

18. Run as fast as you can to the entrance of the Hive Mother. Don’t stop to 
play with the natives! 

19. Enter the Hive Mother hy hacking through the fleshy columns and moving 
forward and sli ghtly to the left. 

20. Turn left within the Mother, and attack the valve. Click it and go through. 

21 . Find a decaying organ hanging from overhead beyond the valve. Click on 
the organ to cause it to fall off. Wait a few moments, as a new organ grows, 
and a Hive Guardian comes to transplant it onto the old organ’s place. An 
opening will appear. 

22. Click on the opening to exit into Belial’s Chambers. 
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BelUl^s Chaiubers ahd 

THE BiRTHinC CHAmBER 

23. Kill tke Statue of Belial, if you’ve tefrienJed Baccata earlier in tke game, 
you will see kim figkt tke statue for you. 

24. Smask tke kars in tke Gateway Room, ckange into a lizard, and pass 
tkrougk tke small tunnel. 

26. Use a ranged weapon to skoot tke tkree levers on ike far side of tke acid 
pool. Cross tke pool wken a floor rises witkin it. 

26. Click tke iron door to open it. 

27. Run tkrougk tke slime sewers, moving east. Find tke slime canal and follow 
it soutk, tken west, to tke Reservoir Room 

28. Click tke doukle golden doors in tke Reservoir Room to open tkem. 

29. Go down tke green kallway. Click on a second set of golden doors to 
open tkem. 

30. Enter tke Summoning Ckamker. Use a Mists of Doom spell on tke skulls 
on tke wall to s umm on Belial’s Imp. Figkt and kill tke imp, tken drag tke 
kody onto tke circular symkol on tke floor of a neeirky room to open a 
secret door. 

31. Ride tke Elevator keyond tke Summoning Ckamker down to Belial’s 
Lakoratory. Talk to Dawn and get tke Ruky of Trutk from ker. 

32. Exit into Belial’s Birtk Ckamker. 

33. Expel yom: curse into Belial to force kim to ke korn early. 

34. In tke First Empowerment Ckamker, destroy tke crystals in tke ceiling. 
Attack Belial to drive kim away from tke pool of magical liquid. 

35. In tke Second Empowerment Ckamker, leap from platform to platform to 

reack Belial. Use tke Ruky of Trutk to dispel Scotia’s image. Click on tke 
klue orks, and attack Belial to drive kim away kefore ke can draw a full 
ckarge of magic. ^ 
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36. In tile Tkird Empowerment Ckamter, avoid tke moving columns as you 
destroy tLe floating okjects of stone, fire, and ice. Dispel tke image of tke 
Draracle witk tke Ruky of Trutk. Find as many of Belial’s weapons and 
pieces of armor as you can tefore ke does, and equip yourself witk tkem. 

37. Enter tke last ckamker. Figkt and kill Belial. You’ve got a ckance if you 
kindered kim or rusked kim enougk in tke first tkree rooms. 

Congratulations! You’ve ma de it tkrougk tke Tkr ee Spkeres, learned to control 
your curse, and used it to defeat tke dark and powerful Belial! 

But... could you kave done tilings differently ? Tkere are magical items in tke 
game we’ve not mentioned in tkis Scroll of Wisd om and Knowledge, secret 
rooms to find, kidden items to acquire. 


Next time, you migkt do even Letter! 



Appendix 
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It’s a ierril>le tking to te a go<l. 

Imagine it. Tke supreme Cause of all tkat kappens in yomr world, spending 
eon upon slow-passing eon, kored out of your omniscient mind kecause 
nothing ever kappens tkat you do not ordain! Eternal life, eternal power, 
eternal knowledge, after all, is notking so muck as a perfect prescription 
for eternal and aksolute koredom. 

Perkaps tkis was wky, in tke remote and unknown mists of tke Dawn of 
Time, tke Ancient Gods created tkis world, a place wkere tkey could 
akandon for a time tke trappings of divine and aksolute power and enjoy a 
world wkere tkings occmrred tkat tkey did not ordain, a place replete witk 
tkat one quality tkat so deligkts and diverts tke eternally divine — surpriae. 

of course, a surprising world, an interesting world, will remain so only so 
long as its creators keep tkeir all-powerful kands off of it. To tkis enil, a 
sort of divine, non-interference pact was declared in wkick tke gods 
agreed among tkemselves to watck, to enjoy, kut not to meddle in tke 
naturally unfolding affairs of tke mortal world. And so it remained 
tkrougkout tke ages wken tke Gods walked among men. 

At last, tkougk, one of tke Ancient Gods could stand tke koredom — or 
perkaps it was tke temptation — no longer. Mortal keings, after all, made 
tempting game pieces, and tkeir affairs could kecome even more interest- 
ing witk a little outside kelp. 

Tkis god’ s name was Belial. 

He ckose as kis special diversion tke affairs of tke Dracoid Race, a species 
dwelling on tke Soutk Continent tkat until now kad dwelt in karmony 
witk nature and witk tkeir neigkkors, tke kumans and tke HiJines. By 
appearing in tkeir midst and ky giving tkem tokens of kis divine pleasure, 
ke goaded tke formerly peaceful keings onto tke patk of war. Armed witk 
Belial’s powerful magics, tke Dracoids swept out of tkeir former domin- 
ions like a vast, fiery storm, slaugktering tkeir neigkkors, kuming cities, 
enslaving wkole populations. ’Tke peaceful Hulines were very nearly driven 
into extinction. 
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Indeed, tke only tking to save tke Hulines was a second act of divine dis- 
okedience. Ann, tke Ancient God later known as tke Dragon Oracle or 
Draracle, could not stand ky wkile tke Hulines were annikilated, regard- 
less of wkat tke pact among tke Ancient Gods mi gkt decree. He inter- 
vened in tke war, saving tke Hulines at tke last possikle moment ky giving 
tkem some of tke Ancient Magic tkat until now kad keen accessikle only 
ky tke Dracoids. 

Tke Ancient Gods acted slowly, witk a delikeration tkat migkt seem 
glacial to mortal minds, kut even tkey knew now tkat someming must ke 
done. . . if for no ketter reason tkan tke fact tkat war among tke gods 
tkemselves was now a distinct possikility. Tke migkty Council of Ancients 


convene 


/es was now a distinct possinility. i ne mignry ' 
d and declared tke unminkakle: Belial must d: 


But kow to carry out suck a decree? For one immortal to deprive anotker 
of kis immortality was as untkinkakle as . . . well, as intervening in mortal 
affairs. Yet tke deed kad to ke done. 

Anu was tke okvious ckoice for executioner. After all, ke kad already kro- 
ken tke law. He would carry out tke Council’s sentence, and tke kands of 
tke otker immortals would remain clean. 

In due time, Belial was slain. Not long afterward, as tke gods count time, 
tke Ancient Gods, disillusioned ky wkat kad kappened among tke mortals, 
left tke world. Tkeir titanic city, tke renowned City of tke Ancients, was 
allowed to sink keneatk tke waves, until only its tower tops remained 
gleaming in tke ligkt of tke sun. 

And tkis, it seemed, was tke end of tke story. 

Except tkat Belial kad found a way to ckeat kis executioner. 

Before kis deatk, Belial kad worked devious magics deep witkin tke kowels 
of tke eartk, faskioning an immense and okscene Motker Beast, a kind of 
organic factory tkat could draw tke radiations of tke Ancient Magics from 
tke air. Tke Motker Beast would kide ker time across tke millennia, slowly 
drawing in Ancient Magic power and storing it until, in tke fullness of 
time, sue coiJd give kirfli to Belial, enakling tke evil god to rise reincar- 


nated from tke dead. Belial’s timetable was upset somewkat kut tke fact A 
tkat tke departure of tke Ancient Gods deprived tke world of mosf'«ft-«(^ 
tkeir magic. Tke Motker Beast lapsed into a kind of long-sleepij^|jjbr-^ 
mancy, awaiting tke appearance of power from wkick ske could dra^ketj' 
creative energies. W 
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Tke mortal world, meanwkile, remained an interesting place. Tke 
Dracoids, akandoned ky tkeir evil god of war, fell into decline. Tke last 
Emperor of tke Dracoids, oppressed ky tke skame of an entire people, 
sougkt witk kis dying kreatk to purge tke memory of tke Dracoids pact 
witk Belial. Eventually, all of tke Dracoids were gone form tke Soutk 
Continent, and only tkeir spirits kaunted tke dismal expanse of tkeir 
cemetery and tke klack catacomks keneatk tkeir dusty mausoleums. 
Meanwkile, tkeir vast city at tke artifice of tke penitent Dracoid mages, 
sank deeper and deeper into tke eartk, now inkakited solely ky tke savage, 
reptilian creatures known as Ssar, and tke okscene korrors known as stone 
squids. It may kave keen tkat tke Ssar were creations of tke Dracoid, or 
pets, or kotk; tke fvJl story may never ke known. Tkose savage and klood- 
minded creatures tkat remained, kowever, worskipped a fell and vastly evil 
monstrosity, a Great Worm tkat lived in an enormous sukterranean lake 
near tke ruined Dracoid capital. Tke remnant of tke Hulines slowly 
re-estaklisked tkemselves and tkeir culture, tkeir numbers growing once 
more witk time. Some of tke younger members of tke species eventually 
ventured across tke Bane River, esteJjlisking for tkemselves a separate 
commtmity wkere tkey could pursue tke ways of tkeir primitive ancestors, 
distinct and separate from tkeir soft and pleasure-loving kin to tke west. 

A vacumn invites filling. In tke aksence of tke Ancient Gods and tke 
Dracoids, otker powers gatkered, kungry for power, for magic, for 
dominion. In tke soutk, a strange race of parasitic entities, tke Ru-Loi, 
establisked tkeir first footkold on tkis world in an eerie and alien Citadel. 
Tkere, tkey experimented witk tkeir own alien magics, killing all males 
wko ventiued near and abducting and enslaving any females tkey could 
find for dark and sinister magical purposes not clearly understood. 

And in tke nortkem continent, in tke land of Gladstone, war came again 
to tke lands of tke kumans wken tke Dark Army marcked against tke 
Wkite Army of Gladstone. It was a near tking, tkis war, witk secret 
enclaves of tke Dark Army establisked almost witkin tke skadow of 
Gladstone Castle itself. Nearby, one alone of tke Ancient Gods took up 
residence. Anu — now tke Draracle — kad remained in tke mortal realm in 
self-appointed exile. So far as mortals were concerned, ke was no more 
tkan a strange and frustratingly okscure oracle, remote from kuman 
affairs or politics. He seemed to take little interest in tke war or in tke 
ekk and flow of mortal issues like rigkt and wrong, and contented kimself 
witk dispensing weatker predictions and ambiguous minor prophecies for 
tke local population. An outcast from tke company of kis peers, ke was 
concerned akout Belial’s plans for rekirtk and kad remained behind 
voluntarily as a guardian of tke world’s destinies. 
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Margaritke Piston, see Scotia, meanwliile, a twisted woman once spurned 
ky tke man wko eventually kecame King Rickard of Gladstone and leader 
of tke Wkite Army, delved deeply — too deeply — into tomes and artifacts 
of Ancient Magic, kecoming in Uie end tke arck-sorceress Scotia of tke 
Dark Army. Seeking a means of getting close enougk to Rickard to kill 
kim, Scotia sougkt an artifact of Ancient Magic known as tke Netker 
Mask, wkick ke d tke power to transform its wearer into any skape, any 
form. Finding tke mask, ske was on tke point of realizing ker psyckotic 
amkitions wken ske was struck down ky a kero of Gladstone, an epic event 
ckronicled in tke first LanJs of Lore. 



As ske died, Scotia wrougkt one final piece of magic, attempting to send 
tke Ancient Magic of tke Netker Mask into ker son, Lutker, a young man 
empty of political amkitions or katreds. Tke magic, unfortunately, was 
garkled in tke passage; wkat Lutker received was less tke kiessing of power 
iuian it was a terrikle curse. At random and unpredictable intervals, ke 
transformed into eitker a lizard or a kideous, kunkering keast. 


Tkere was anotker beneficiary of tke struggle for tke Netker Mask s power. 
Raised from tke mud wkere it kad lain kidden for uncounted years, tke 
artifact once more became tke source of powerful. Ancient Magic radia- 
tions, radiations tkat were sensed and aksorbed ky tke long-dormant 
Motker Beast. Deep witkin ker lakyrintkine caverns, tke Motker awoke 
and kegan giving birtk to nigktmare korrors. 


Tkose korrors took many skapes. Tkere were spidery creatures called Hive 
Warriors tkat tunneled tkrou^ tke eartk, emerging in tke upper world to 
seek out anytking and anyone possessing even scraps of Ancient Magic. 
Tke Hive Guardians were larger, more powerful entities tkat remained 
witkin tke Motker’s caverns, tending ker needs and protecting ker from 
intruders. 



And tkere were otker, stranger and darker forms as we 
Hive Lords, wkick anticipated tke birtk of Belial kirns 
nations were crude work indeed, blunt and stupid, mal; 
smudged images of Belial possessing some part of kis i 
lust for corporeal existence, but lacking bom kis keen 
pkysical and magical strengtk. Pack incarnation was k( 
nil, more intelligent tkan me last, kut eack was kut a d 
ecko of tke korror still waiting to be born. 
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One kuman, tke mystic Dawn, was alarmed lay tke weakening of tke 
magical defenses girdling Gladstone and ky tke appearance of tke spidery 
korrors from tke sukterranean deeps. Sk e was determined to learn me 
source of tkis plague and stop it, it ske could, altkougk ske was frustrated 
ky tke Draracle’s vague orations and less tkan candid propkecies. 
Accompanied ky a four-armed agent of Gladstone named Baccata, ske set 
off on a quest to uncover tke source of tke klack powers tkat were eating 
at tke foundations of ker world. 

Meanwkile, Lutker, kurt, confused, and terrified lay tke keast- and lizard- 
morpking cmrse ke now kore, kad keen imprisoned in Gladstone Castle for 
crimes committed ky kis motker. Until tken, ke’d keen a farmer witk no 
amkitions keyond kringing in tke next karvest, and ke certainly skared 
none of kis motker’s patkological katreds. 

Indeed, ke kad notking kut very little in tke way of magical talent. . . and 
tke kated curse. 

And tkat is wkere tke new story kegins. . . 
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Accessing 

inventory, 19-20 

Tkird Spk ere, 214 
Acid, 58 
Acid Sac, 44 
Activating 
inventory, 18 
poison, 18 

Aloe Busk, 214 
Aloe Leaf, 40, 116, 201, 214 
Altar, 214 
Balance, 192 
Deatk, 192 
Life, 192 

Amarantk Serum, 42, 126-122 
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Amker, 41, 165, 201 
Ancient Gods, 8 
Ancient Huline Ruins, 26 


Ancient Huline Temple, 22, 89, 
112, 212-213 

Aloe Leaf, 11 6, 201 
Altar of Balance, 192 
Altar of Deatk, 192 
Altar of Life, 192 
Amker, 201 
Ancients’ Stones, 200 
Balance Room, 11 2 
Catring, 11 6, 200 
Ckamker of Voices, 199, 21 6 
entering, 120 
Coffins, 192 
Crystal Sk ards, 112, 201 
Elevator Room, 119, 198 
entering, 114 
Gorgonite Nodules, 201 
Healing Spells, 201 
Iron Flute, 119, 201 
jkar idols, 201 
Kitck en, 202 

Likrary, 202 
Lower Halls, 115-116 
Mists of Doom Spells, 201 
Oil Pool, 119, 200 
Patks, 112-118, 200 
Poison 
Paint, 203 
Plant, 116 
Sac, 41, 200 


Priest’s Room, 19? 

Rolling Boulder Trap, 197 
Secret Ckamljer, 116 
Secret Passage, 199 
Spiral stairway, 198 
Statuette Room, 117, 197, 200 
Tkree Nickes, 199 
Wkirling Blad es, 199 
Ancient Imp spell, 47 
Ancient Magic, 239 

Ancients’ Stones, 159, 164, 176, 
178, 200 

Anu, Bee Draracle 

Anyar, 166 

Arkoretum, 84, 162 

Armor, 19f 35-37 

Arrant Prac, 43 

Attack Button, 16 

Attacks, magical, 21 

Automapping, 24 

Axe of tke Long Arm, 30, 68 



Baccata, 106, 242 
Balance Room, 117, 213 
Banisk spell, 47, 50 
Baniskment spell, 63 
Barkarian Village, 107, 190, 211 


Belial, 238 
kirtk, 139 

ckamkers, 28, 135-138 
statue, 179, 184 
Bestial Disk, 211 
Bezoar’s Ring, 39, 186 
Birtking Ckamkers, 28 
Belial, 139 

Empowerment Ckamkers, 

140-141 
Black Licken, 42 
Blades, 199, 215 
Blind spell, 47, 63 
Blue Altar, 185, 206 
Blue Glass Ork, 186, 206 
Boulders 
avoiding, 214 
room, 158 
trap, 199 

Bracers of tke Dead, 102, 208 

Bracers of Valor, 35, 107, 

191, 209 

Brain switck. 111, 210 
Bridg es, 179, 210 

crossing, 112 
plasma, 110 

Brook Flounder, 41, 176 
Button Puzzle, 158 
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Cantina, 166 


Caretaker, 214 
Cat Cuke Puzzle, 158 
Catacomks, 100, 207 
Catring, 39, 11 6, 200 
Cave, 97, 179 
Aloe, 40, 157 
Crystals, 203 
Cemetery, 207-208 
Centering views, 17 
Ck ain Spark spell, 46, 51 

Ckamker of Voices, 120, 199, 
214 

entering, 120 
Ckampion Stone, 43 
Ckange to Beast spell, 48 
Ckange to Human spell, 48 
Ckange to LizarJ spell, 48 
Ckapel, 197 
Citadel, 27 

Citadel of tke Ru-Loi, see Ru-Loi 
Citadel 

City of tke Ancients, 28, 123, 
216, 239 

Ivory Ckips, 128-129 
Mantle Skrine, 28, 131 
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Nortkeast Tower Puzzle, 124 
Nortkwest Tower Puzzle, 125 
Oksid ian Towers, 130 
puzzles, 123 
Silver leaf, 130 
Soutkeast Tower Puzzle, 127 
Soutkwest Tower Puzzle, 126 
Claw Mountains, 27, 105-108, 
190, 209, 212 

Baccata, IO 6 

Barkarian village, 107, 190 
Bracers of Valor, 107, 191 
Great Axe Blizzard, 107, 1 91 
Greater Bezoar’s Ring, 191 
Ice Bridge, 190 
Ice Caves, 190 
Ice Ckasm, 190 
Ice Seeds, 191 
Ice Tigers Lair, 190 
Lake witk Ancient Tower, 1 90 
Larkkon Vapors, 105 
oksid ian Ckainmail, 191 
Plateau, 190 
Scrolls, 191 
Tar Crystals, 191 
War Axe Traitor, 107 
Coffins, 198 
Cold fizzle, 65 
Colim’s Amulet, 38, 164 
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Comtat, 62 

magical attacks, 21 
melee weapons, 20 
ranged weapons, 20 
tricks, 21 

Comkining inventory, 18 
Compass, 15 

Control Ckarms, 48, 176 
Control Panel, 15 
Attack Button, 15, 18 
Compass, 15 
Healtk Bar, 16 
Inventory Button, 1 5 
Magic Bar, 15 
Portrait, 15s 
Bee also inventory 
Control spell. Expel Curse, 50 

Cowar d’s skield, 36, 114, 194, 

210 

Create Hologram, 53 
Crosskow Myriad, 34, 210 
Crosskow Nokle Valkyrie, 34, 213 
Crosskow Snare, 33, 157 
Crossing kridges, 112 
Croucking, 17, 11 6 

Crystal Sk ards, 117, 213, 

176, 200 



Dagger Ligkt, 33 
Damage Skield spell, 47 
Dampen Ckarm, 176 
Daniel, 89 
Daniel’s Knife, 204 
Dark Army, 235 
Dark Bow, 34 
Dark Halls, 26, l62, 172 
Ancients’ Stones, 164 
Arkoretum, 84, l62 
Colim’s Amulet, 164 
entering, 83 
Fire skield, l64 
Gauntlets of Striking, 164 
Hidden Rooms, 162 
Hole in tke Wall, 85 
Iron Door, 85 
Magic Scrolls, 164 
plasma Staff, l64 
Rixx, 85, 162 
Secret Room, 162 
skield, 164 
Speaking Stone, 164 
Spectral Ork, l62 
Stone Bracers, 164 
Vel’s Fruit, 164 



Dawn, 238 

freeing, 211 
releasing, 113 
Prison Cell, 193 
Deatk Sac, 44 

Deatkstroke Skield, 35, 159 
Demigods, 8 
Dracacle’s Caves, 147 
Dracoid Ankk, 186 

Dracoid Cemetery, 27, 99-104, 
175, 184, 186-187 

Belial statue, 184 

Bezoar’s Ring, 186 

Blue Altar, 185 

Blue Ork, 186 

Bracers of tke Dead, 102 

Catacombs, 100 

Courtyard, 184 

Dracoid Ankk, 186 

Emperor’s Tomk, 102-103, 184 

entering, 100 
Glass Orks, 186 
Mausoleums, 100 
Priest’s tomk, 184 
Reflective Plate Mail, 186 
Silverleaf, 186 
Summons Scrolls, 185-186 
Wkite Ork, 100 


Yellow Altar, 185 
Yellow Ork, 186 
Dracoid Ornamental Dagger, 31 
Dracoid Race, 238 

Dracoid Ruins, 27, 93, 175, 
207-208 

kridges, 179 
Cave, 97 

Dracoid Hotel, 179 
Dragon’s Ork, 179 
Emperor’s Palace, 179 
entering, 93 
Flood, 98 

Mage’s Tower, 95, 205 
Priest’s Body, 96 
Ssar, 94, 179 
Stone Squids, 94, 179 
Teleport Ckamker, 179 
Dracoid statue, 184 
Dracoids, 238 
Dragging inventory, 18 
Dragon Oracle, Bee Draracle 
Dragon’s Claw Altar, 207 
Dragon’s Ork, 179, 206 
Dragonfire Bracers, 37 
DragonGem, 38 
Dragonscale Armor, 36 

Dracoid Ruins, Emperor’s Palace, 
94 
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Draracle’s Museum, 167 

Draracle’s Caves, 25, 61, 65, 
145-146, 166 

Comtat, 62 
Fire Cave, 64 
OM Ore’s Cave, 63 
Pillars, 62 

Draracle’s Halls, 148-149 
Draracle’s Museum, 25 
Axe of tke Long Ajrm, 68 
entering, 66 
Museum Ork, 68 
skeleton, 67 
Time Travel Exkikit, 69 
Dreamstone, 112, 215 



Egg Ckamker, 109, 193, 211 
Electrical fizzle, 55 
Elevator, 193 

Elevator Room, 119, 200, 215 
Emperor’s Palace, 94, 179 
Emperor’s Tomk, 102-103, 184 
Empowerment Ckamkers, 141 
Empty Gl ass Gloke, 207 
Entering 

Ancient Huline Temple, 114 
Ckamker of Voices, 1 20 


Dark Halls, 83 
Dracoid Cemetery, 100 
Dracoid Ruins, 93 
Draracle’s Museum, 66 
Huline Ruins, 78 
Ru-Loi Citadel, 109 
Savage Jungle, 89-90 
Tkird Spk ere, 120 
WildOne Settlement, 91 
Equipment Screen, 19 
Executioner’s Caves, 26 
Executioner’s Nest, 154, 158 
Expel Curse spell, 48, 50 
Eye Switek, 193 






Fiery explosion, 57 
Fiftk-1 evel spells 
Banisk, 50 
Expel Curse, 50 
Lick, 50 

Ligktning Storm, 49 
Regenerate, 49 
Trinity, 50 

Finding Ancient Huline Temple, 

89 

Fire and Oil Trap, 158 
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Cave, 64 
Crystal, 37 
Fizzle, 54 
SKield, 36, 164 
Firekalls, 58 
rapid-fire, 56 
Firestorm, 56 
First Alt ar Room, 197 
First Empowerment Ckamter, 

140 

First Spk ere, 25-26, 151 
Dark Halls, 162, 172 
Ancients’ Stones, 164 
Arkoretum, 84, 162 
Colim’s Amulet, l64 
entering, 83 
Fire Skield, 164 
Gauntlets of Striking, l64 
Hidden Rooms, 162 
Hole in tke Wall, 85 
Iron Door, 85 
Magic Scrolls, 164 
Plasma Staff, 164 
Rixx, 85, 162 
Secret Room, 162 
skield, 164 
Speaking Stone, 164 
Spectral Ork, 162 


Stone Bracers, 164 
Vel’s Fruit, 164 
Draracle, 65 

Draracle’s Caves, 6l, 145-147, 
166 

Comkat, 62 
Fire Cave, 64 
old Ore ’s Cave, 63 
Pillars, 62 

Draracle’s Halls, 148-149 

Draracle’s Museum, 66, 

167 

Axe of tke Long Arm, 68 
Museum Ork, 68 
Skeleton Guards, 67 
Time Travel Exkikit, 69 
Hive Caves, 169 
Amker, 155 
Lava Pool, 76 
plate Mail Vest, 155 
Reaver of tke Great Ore, 155 
Skalla, 75 

Huline Jungle, 71-72, 
152-153, 168 

Huline Monastery, 82, 160, 

171 

Ancients’ Stones, 159 
Button Puzzle, 158 
Cat Cuke Puzzle, 158 
Deatkstroke Skield, 159 
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eigktk level, 81 
entering, 78 
Executioner’s Nest, 168 
fiftk level, 80 
Fire and Oil Trap, 168 
fourtk level, 79 
Healing Fountain, 168 
Hive Warrior, 168 
Huline Ruins, 160, 170 
Kielen’s Ring, 169 
Ligktning Crystals, 169 
Magic Flute, l6l 
Net of Exile, 169 
Power Ork, l6l 
Ring of Regeneration, 

168-169 

Runes Ckamker, 168 
second level, 79 
Secret tunnel, 168 
seventk leve 1, 81 
sixtk leve 1, 80 
Speaking Stones, 169 
tkird level, 79 
Wax Impressions of Runes, 

169 

Wkirling Blades, 168 
Huline Village, l69 
Anyar, 166 
Cantina, 166 
Cave Aloe, 167 


Crosskow Snare, 167 
Great Sword Firestorm, 167 
Great Sword of Tkok an, 167 
Ironwood Sap, 167 
Kelsrick, 166 
Lizard Pit, 166 
Raskar, 166 
skull Key, 167 
Tkieves’ Den, 77, 166 
Tkrowing Dagger, 167 
Vel’s Fruit, 167 
War Cluster, 167 
Wax, 167 
HulineRuins 

Bould er Room, 168 
leaving, 86 

Scrolls, 167 
Tkorn Maze, 73 
Floating keads, 213 
Flood, 98 
Force Pod, 43 
Freeing Dawn, 213 
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Gargoyle, 208 
Gargoyle Bracers, 36 
Gauntlets of Migkt, 36, 206 
Gauntlets of Striking, 31, 164 
Gkost spell, 48 
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Gladstone Castle, 240 
Glass OrLs, 189 
Gorgonite Nodules, 41, 201 

Great Axe Blizzard, 31, 107, 191, 
211 

Great Bow Sliard, 34 
Great Forge, 112, 193, 212 
Great Spark, 61 
Great Sword Darkstorm, 32 

Great Sword Firestorm, 31, 157, 
211 

Great Sword of Tkokan, 157 
Great Worm, 240 
Greater Apparition spell, 48 
Greater Bezoar’s Ring, 39, 191 
Greater Heal spell, 47 
Greater Imp, 47 
Greater Spark spell, 46, 51 
Guardian Ork, 38, 57 



Halkerd Bastion, 32, 194, 210 
Healing Fountain, 168 
Healing Group spells, 47 
Healing spell, 52 
Regenerate, 49 
Healing Spells, 201 
Healtk Bar, 16 


Healtk drain, 65 
Hit Points, 43 
Hive Caverns, 28, 132-133 
Hive Caves, 74, 169 
Amker, 165 
Lava Pool, 76 
Plate Mail Vest, 155 
Skalla, 75 

Hive Lords 112, 120, 241 
Hive Motker, 28, 134 
Hive Warrior, 158, 241 
Hole in tke Wall, 86 
Hologram spell, 47 
Hot keys 
Attack, 23 
Autosave, 23 
Magic, 23 
targeting, 23 

Huline Jungle, 25, 71-72, 
151-153, 168 

Huline Monastery, 26, 82, 160, 
171 

Magic Flute, l6l 
Power Ork, l6l 
Huline Ruins, 160, 170 
Ancients’ Stones, 159 
Boulder room, 158 
Cat Cuke Puzzle, 168 
Deatkstroke Skield, 169 



ei gktk leve 1, 81 

entering, 78 

Executioner’s Nest, 168 

fiftk level, 80 

Fire and Oil Trap, 158 

fourtk level, 79 

Healing Ruins, 158 

Hive Warrior, 168 

Kielen’s Ring, 169 

Ligktning Crystals, 169 

Net of Exile, 159 

Ring of Regeneration, 168-159 

Runes Ckamker, 168 

second level, 79 

Secret tunnel, 168 

seventk leve 1, 81 

sixtk level, 80 

Speaking Stones, 159 

tkird level, 79 

Wax Impressions of Runes, 169 
Wkirling Blad es, 158 

Huline Temple, see Ancient Huline 
Temple 

Huline Village, 26, l69 
Anyar, 156 
Cantina, 156 
Cave Aloe, 167 
Crosskow Snare, 157 
Great Sword Firestorm, 167 


Great Sword of Tkokan, 157 
Ironwood Sap, 157 
Kelsrick, 156 
Lizard Pit, 166 
Raskar, 156 
Scrolls, 167 
Skull Key, 167 
Tkieves’ Den, 77, 156 
Tkrowing Dagger, 157 
Vel’s Fruit, 157 
War Cluster, 167 
Wax, 157 
Hulines, 234 

1 

Ice Bridge, 190 
Ice Caves, 190 
Ice Ckasm, 190 
Ice Cuke, 37 
Ice floe, 213 
Ice Seeds, 191 
Ice Tiger’s Lair, 190 
Ice wall, 56 
Immunity, poison, 206 
Imp Lord spell, 47 
Imp spell, 47 
Imps, 8 
Increasing 
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Hit Points, 43 
strengtk, 43 
Inventory, 19 
accessing, 19-20 
activating, 18 
comtining, 18 
dragging, 18 
skoving, 18 
stacking, 18 
tkrowing, 18 
Inventory Button, 16 
Invisikility, 47, 114 
Iris Door, 193, 211 
Iron Door, 85 
Iron Flute, 119, 201, 214 
Iron Rod, 39 
Ironwood Sap, 41, 157 
Ivory Ckips, 128-129 


I 

Jeweled Scarak, 39 
Jkar Idols, 201, 216 
Jumping, 17 


y 
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Kelen’s Ring, 40 
Kelsrick, 166 
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Kennetk’s 

girlfr iend, 191 

ckarm, 39 

Keykoard arrow keys, 1 4 
Kielen’s Ring, 159 
Kieran’s Circlet, 35, 176 
King Rickard, 241 
Kitcken, 197 
Kneeling, 11 6 
Knife, 89 


L 

Lake witk Ancient Tower, 190 
Lampligkt Eggs, 41, 176 
Lampligkt Lairs, 176, 177 
Lampligkt Queen, 177 
Lampligkts, 177 
Larkkon, 212 

Larkkon and exit to tke Claw 
Mountains, 175 

Larkkon Vapors, 43, 105, 177, 
209 

Lava Pool, 76, 164 
Layers, maps, 24 
Leaving 

First Spkere, 86 
Second Spkere, 120, 214 





Lesser Apparition, 48 

Lesser Heal spell, 47 

Lesser Spark, 46, 51 

Levels, maps, 24 

Likrary, 197, 214 

Lick spell, 48, 50 

Ligktning kolt, 214 

Ligktning Crystal, 37, 159 

Ligktning Spark Spell, 46 

Ligktning Storm spell, 46, 49, 52 

Lizard Pit, 1 56 

Lizard tunnel, 154, 178 

Long Sword Prism, 30 

Longkow Defender, 32 

Longkow Skift, 33, 159 

Looking down, 17 

Looking up, 17 

Lower Halls, 11 5 - 11 6 

Lutker, 236 



Mages Tower, 95, 179-182, 205 
Magic 
acid, 58 
cold fizzle, 55 
electrical fizz le, 55 
fiery explosion, 57 


firekall, 58 
Firestorm, 56 
Guardian Ork’s Sword, 57 
kealtk drain, 55 
ice wall, 56 
Magic Drain, 57 
petrify, 58 
plasma spkere, 58 
poision cloud, 57 
Rapid-Fire Firekalls, 56 
stone wall, 55 
storm, 56 
Magic Bar, 15 
Magic Button, 15 
Mag ic Drain, 57 
Magic Flute, l6l 
Magic Scrolls, 164 
Magical attacks, 21 
Mana Foil, 44, 110 
Mandrake Root, 42 
Mantle Skrine, 28, 131 
Maps 

automatic, 24 
layers, 24 
levels, 24 

Margaritke Fiston, see Scotia, 241 
Mausoleums, 100, 206-207 
Melee weapons, 20, 30-32 
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MinJ cluster, 44 

Mists of Doom spell, 48, 54, 201, 
214 

Lick, 50 
Mortals, 7 
Motker Beast, 239 
Mouse, rigkt-clicking, 14 
Movies, viewing, 22 


Moving, 14 
Museum Ork, 68 
Myriad Crosskow, 194 


n 

Net of Exile, 33, 159 
Netker Mask, 241 
Nortkeast Tower Puzzle, 124 
Nortkwest Tower Puzzle, 125 
Nortkwestern tunnel, 212 
Numker pad, 14 



Oksid ian Armor, 191 
Oil karrel, 206 
Oil Pool, 119, 199, 214 
old Ore’s Cave, 63 
Ork Switek, 193, 211 



Patks 

Balance, 117-119, 199, 214 
Deatk, 117-119, 199, 213 
Life, 117-119, 199, 213 
Petrify, 58 

Pkysical strengtk levels, 19 
Pillars, 62 
Pink Towers, 110 
Plasma Bridge, 110, 211 
Plasma Cannon, 193 
Plasma Spkere, 58 
Plasma Staff, 164 
Plasma Steps, 193, 211 
Plate Mail Vest, 155 
Plateau, 190 

Pod of tke Ckangeling, 44 
Poison 

activating, 18 
cloud, 58 
immunity, 205 
Paint, 43, 201, 213 
Plant, 116 

Venom, 41, 176, 201 
Skield spell, 47 
Portrait, 15 
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Power OrL, 39/ l6l 
Priest’s Body, 96, 179/ 184 
Priest’s Room, 197 
Prism Spell, 47, 114 
Trinity, 50 

Protection, 38-39/ 62 
Puzzles 

Northeast Tower, 124 
N orthwest Tower, 125 
Southeast Tower, 127 
Southwest Tower, 126 
Pyra Pod, 44, 204 



Rainhow Sulfite, 42, 113, 194 
Ranged weapons, 20, 32-34 
Rapid-Fire Fireballs, 56 
Rashar, 156 

Reaver of the Great Ore, 31, 43, 
165 

Red mulch, 213 
Reflective Plate Mail, 36, 186 
Regenerate spell, 47, 49 
Releasing 
Dawn, 113 
slave women, 113 


Right-cl icking, 14 
Ring of Drake Fire, 37 
Ring of Regeneration, 38, 

168-159 
River Bane, 175 
Rixx’s Plasma Staff, 33 
Rixx, 85, 162 

Rolling houlder trap, 199, 214 

Ru-Loi Citadel, 109-113, 
193-195, 210-211 

hrain switch. 111 
Cowar d’s shield, 114, 194 
Dawn, 113 

Dawn’s Prison Cell, 193 
Dreamstone, 112 
Egg Chamber, 109, 193 
Elevator, 193 
entering, 109 
Eye Switch, 193 
Great Forge, 112 
Halberd Bastion, 194 
Hive Lord, 112 
Iris Door, 193 
Mana Foil, 110 
Myriad Crossbow, 194 
Orb Switch, 193 
Pink Towers, 110 
Plasma Bridges, no 
Plasma Cannon, 193 
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Plasma Steps, 193 
Prism Spell, 114 
Rainbow Sulfite, 113, 194 
slave Caverns, 110, 193 
Slave Women’s Cell, 113, 193 
Teleport Cliamljer, 193 
Rune Cliamljer, 158 
Running, 16 


Li 


I 




Savage Jungle, 27, 91, 175, 205, 
214 

Amarantk Serum, 176 
Ancients’ Stones, 176 
Broob Flounder, 176 
Control Ckarms, 176 
Crystal Sk ard, 176 
Daniel, 89 

entering, 90 
Kiernan’s Circlet, 176 
knife, 89 

Lampligkt Eggs, 176 
Lampligkt Lairs, 175 
lizard tunnels, 178 
Poison Sacs, 176 
River Bane, 175 
Scrolls, 176 

Skaman’s Treasure Cacke, 175 


Sigils, 176 
Vel’s Fruit, 176 
War Blade, 176 

Scotia, 236 

Scroll, 12, 157, 176, 191 

Second Empowerment Ckamker, 

140 

Second Spkere, 26-27, 181 
Ancient Huline Blades 
Secret Passage, 199 
Ancient Huline Temple, 115, 
117-119, 175, 212-214 
Aloe Leaf, 116, 201 
Altar of Balance, 197 
Altar of Deatk, 197 
Alt ar of Life, 197 
Amker, 201 
Ancients’ Stones, 201 
Balance Room, 11 7 
Catring, 116, 201 
Ckamker of Voices, 120, 
200, 215 
Ckapel, 197 
Coffins, 197 
Crystal Sk ards, 117, 201 
Elevator Room, 119, 199 
entering, 114 
fin ding, 89 

Gorgonite Nodules, 200 


T 


] 
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Healing Spells, 200 
Iron Flute, 119, 200 
jkar idols, 200 
Kitcken, 197 
ULrary, 19? 

Lower Halls, 116-116 
Mists of Doom Spells, 200 
Oil Pool, 119, 199 
Patk of Balance, 117-119, 
199 

Patk of Deatk, 117-119, 199 
Patk of Life, 117-119, 199 
Poison Paint, 200 
Poison Plant, 11 6 
Priest’s Room, 197 
Rolling Boulder Trap, 199 
Secret Ckamker, 116 
Spiral stairway, 198 
Statuette, 200 
Statuette Room, 117, 197 
Wkirling Blades, 199 
Tkree Nickes, 199 
Belial statue, 179 
Cemetery, 208 
Claw Mountains, 105-108, 
175, 192, 209 
Baccata, 106 

Barkarian village, 107, 190 
Bracers of Valor, 107, 1 91 


Great Axe Blizzard, 107, 1 91 

Greater Bezoar’s Ring, 191 

Ice Bridge, 190 

Ice Caves, 190 

Ice Ckasm, 190 

Ice Seeds, 191 

Ice Tiger’s Lair, 190 

Lake witk Ancient Tower, 

190 

Oksid ian Armor, 1 91 
Plateau, 190 
Scrolls, 191 
Tar Crystals, 191 
Dracoid, 184 

Dracoid Cemetery, 99-104, 
176, 166-187, 207 

Belial statue, 184 
Bezoar’s Ring, 186 
Blue Altar, 185 
Blue Ork, 186 
Bracers of tke Undead, 102 
Comrtyard, 184 
Dracoid Ankk, 1 86 
Emperor’s Tomk, 102-103, 
184 

entering, 100 
Glass Orks, 189 
Mausoleums, 100 
Priest’s tomk, 184 



Reflective Plate mail, 186 
Silverleaf, 186 
Summon Scrolls, 185 
Summons Scrolls, 186 
Wkite OrL, 100 
Yellow Altar, 185 
Yellow Ort, 186 

Dracoid Ruins, 93, 98, 175, 
179, 207-208 

’Stone Squids, 179 
bridges, 179 

Cave, 97, 179 
Dracoid Hotel, 179 
Dragon’s Orb, 179 
Emperor’s Palace, 94, 179 
entering, 93 
Mage’s Tower, 95 
Priest’s Body, 96 
Ssar, 94, 179 
Stone Squids, 94 
Teleport Ckamber, 179 
entering, 89 

Huline Temple, 200, 202 
leaving, 120, 214 
Mage’s Tower, 180, 182 
northwestern tunnel, 210 

Priest’s body, 179 

Ru-Loi Citadel, 109-113, 
193-195, 210-211 


brain switch. 111 

Coward’s Shield, 114, 194 
Dawn, 113 

Dawn’s Prison Cell, 193 
Dreamstone, 112 
Egg Chamber, 109, 193 

entering, 109 
Eye Switch, 193 
Great Forge, 112, 193 
Halherd Bastion, 194 
Hive Lord, 112 
Iris Door, 193 
Mana Foil, 110 
Myriad Crosshow, 194 
Orh Switch, 193 
Pint Towers, 110 
Plasma Bridges, 110 
Plasma Cannon, 193 
Plasma Steps, 193 
Prism Spell, 114 
Rainbow Sulfite, 113, 194 
slave Caverns, 110, 193 
Slave Women’s Cell, 113, 193 
Teleport Chamber, 193 
Savage Jungle, 91, 175, 204 
Amaranth Serum, 176 
Ancients’ Stones, 176 
Brook Flounder, 176 
Control Charms, 176 
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Crystal Sk arJ, 176 
Daniel, 89 

entering, 90 
Kiernan’s Circlet, 176 
knife, 89 

Lampligkt Hggs, 176 
Lampligkt Lairs, 176 
Larkkon, 175 
Poison Sacs, 176 
River Bane, 176 
Scrolls, 176 

Skaman’s Treasure Cacke, 

175 

Sigils, 176 

Teleport Ckamker, 176 
Tuani Hut, 175 
Veks Fruit, 176 
War Blade, 176 
Warrior of tke Tuani, 210 
Wild One Settlement, 92, 175, 
205 

entering, 91 

Silverleaf, 92 
SecondSpkere 
Mage’s Tower, 179 
Ru-Loi Citadel 
Elevator, 193 
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Secret Ckamker, 116 
Secret Passage, 199 
Secret Room, 162 
Secret tunnel, 168 
Skades, 206 
Skalla, 75, 154 
Skaman, 92 

skaman’s Treasure Cacke, 

176-176 
Skield, l64 
Sk ield Poison, 62 
Skoving inventory, 18 

Sigil, 176, 206, 207 

Silverleaf, 41, 92, 130, 186, 
204, 209-210 

skeleton Guards, 67 
Skill levels, viewing, 19 

skull Key, 157 

slave Caverns, 110, 193, 210 

slave women 

releasing, 113 

slave Women’s Cell, 1 93 

sliding, 16 

Snow Tiger’s lair, 211 

Soutkeast Tower Puzzle, 127 

Soutkwest Tower Puzzle, 126 
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Spark spell 46, 

Ligktning Storm, 49 
Speaking Stones, 159, 164 
Spectral Ork, 162 
Spectral Pkantoms spell, 48 
Spell Book Button, 1 6 
Spells, 37-38, 51 
Baniskment, 53 
klind, 53 
Ckain Spar k, 51 
Control 

Expel Curse, 50 
Control Curse, 48 
Create Hologram, 53 
Healing, 52 
Regenerate, 49 
Healing Group, 47 
Lesser Spark, 51 
Ligktning, 52 
Mists of Doom, 48, 54 
Lick, 50 
Prism, 47 
Trinity, 50 
Protection, 52 
Skield Poison, 52 
Spark 

Ligktning Storm, 49 


Spark:, 46 
Summon, 47 
Banisk, 50 
Summon Imp, 53 
Spiders, 28 
Spiral Stairway, 198 
Ssar, 179, 240 
kreatk, 205 
Stacking inventory, 18 
Statuette, 200 

Statuette Room, 117, 197, 213 
Stone altar, 212 
Stone Bracers, 36, 164 
Stone Cuke, 37 
Stone of tke Cokra, 40 
Stone of tke Gorgon, 44 
Stone Squids, 179, 206, 240 
Stone wall, 55 
Stones of Ancient Magic 
fiftk-1 evel spells, 49-50 
Storm, 56 
fire fizzle, 54 
Storm Crystal, 38 
Strengtk 

increasing, 43 
Stroke Dagger, 38 
Summon Imp, 53 



Summons Scrolls, 48, 50, 
185-186 

Sunray spell, 47 

T 

Talking, 22-23 
Tapestry, 213 
Tar Crystals, 42, 191 
Teleport, 175 

Teleport Ckamter, 179, 193, 205 
Tkieves’ Den, 77, 156 

Tkird Empowerment Ckamker, 

141 

Tkird Spk ere, 27-28, 214 
accessing, 214 
Belial’s Ckamkers, 135-138 
Birtking Ckamkers, 139 
First Empowerment 
ckamkers, 140 
Second Empowerment, 140 

Tkird Empowerment 
ckamker, 141 

City of tke Ancients, 123 
Ivory Ckips, 128-129 
Mantle Skrine, 131 
Nortkeast Tower Puzzle, 124 
Nortkwest Tower Puzzle, 125 
Oksid ian Towers, 130 


puzzles, 123 
Silverleaf, 130 
Soutkeast Tower Puzzle, 127 
Soutkwest Tower Puzzle, 126 
entering, 120 

Hive Caverns, 132-133 
Hive Motker, 134 
Tkokan’s Great Sword, 32 
Tkorn Maze, 73 
Tkree Nickes, 199 

Tkree Patkways, see Patk of Life; 
Patk of Deatk; Patk of Balance 

’Tkrowing 

Dagger, 157 

inventory, 18 
Time Travel Exkikit, 69 
Tricks, 21 

Trinity spell, 47, 50 
Tripod lamp, 21 2 
Tuani 
Hut, 175 
Warrior, 177, 210 

U-V 

Undead Priest, 208 

Vel's Fruit, 40, 157, 164, 176 

Venom Sac, 41 

Venom Sacs, see Poison Sacs, 176 
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Viewing 
movies, 22 
skill leves, 19 
Views 

centering, 17 
looking Jown, 17 
looking up, 1 7 



Walking, 16 

War Axe Traitor, 31, 107, 211 
War Blace, 33 
War Blade, 176 
War Cluster, 43, 157 
Warrior of tke Tuani, 210 
Wax, 157 

Wax Impressions of Runes, 159 
Weapons 
levels, 19 

Melee, 20, 30-32 
Ranged, 20, 32-34 
Wkirling Blades, 158, 199, 215 
Wkite Army, 240 
Wkite Ork, 100 
wkite Reckarging Altar, 206 


Wild One Settlement, 27, 175, 
204 

entering, 91 
Skaman, 92 
Silverleaf, 92 
Wild One trap, 177 
Wooden cases, 215 



Yellow Altar, 185, 207 
Yellow Ork, 
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